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Never a Dull Moment 


Photo: Paul Schiraldi. 


Gi me a foosball and I’m happy. Around 
the office here, foosball—y‘know, the table- 
top game where little plastic guys spin to whack 
a plastic ball into the opposing soccer goal— 
is all the rage. We've got 16 teams in the Wiz- 
ard Foosball League—Justice League and 
Injustice League divisions—and to get your 
name etched on a spiffy Stanley Cup-like tro- 
phy, you have to rough it out over a 12-week 
season, plus three rounds of grueling playoffs. 

It was easier when | was a kid; | just kicked 
a real soccer ball around. And if | couldn’t 
round up enough guys in the neighborhood 
to head up to the ball field to score some goals, 
| broke out the ol’ rawhide mitt and chucked 
a baseball against the cement wall in front of 
my house. | even managed to zink it inside 
the chalk strike zone once in a while. For those 
rainy summer days when my friends and | were 
trapped inside, our family Atari served as the 
local arcade and we took turns launching Pong- 
like missiles at each other from our block- 
graphic Combat tanks. By the time | was 
allowed to ride my bike around town, | had 
scraped up enough change to visit our local 
drugstore and buy my first Uncanny X-Men 
comic book; I’ve been hooked on those four- 
color slugfests ever since. 

My teenage years were devoted to D&D. 
After hearing of a fantasy game where you 
could play any hero you imagined, | rushed 
out and scored one of the early blue boxes, 
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pre-dice, with a bunch of cardboard counter 
chits to represent numbers. As high school 
approached, | had discovered other roleplay- 
ing games—Champions, Top Secret, Gamma 
World. Girls weren’t too bad either. 

You might ask yourself where all this is lead- 
ing. | ask myself that same question every time 
| sit down to write one of these things. My 
point is: variety. Variety has made my life inter- 
esting, exciting, fun. Everyday’s a new joy. | 
mean, how much fun is it to experience the 
same things over and over and over again? 

The same idea can be applied to 
gaming: Go out and try a different game 
whenever you get a chance. That’s how we 
discovered the current InQuest favorites—the 
Doomtown CCG, the Titan: The Arena card 
game, the Legend of the Five Rings RPG—and 
I’m sure that over time our favorites will 
change. Whether you buy that cool new game 
on the shelf or play your friend’s closet clas- 
sic, a different game each week will keep things 
fresh and prevent boredom from killing your 
gaming group. I’m not saying you should 
abandon your favorites, but I’d rather play 
back-to-back games of Imajica and Spelifire 
than a 1,000 straight games of Magic. @ 


Mike Ga 
Editor 


INSIDE MY HEAD 
MIKE SEARLE 
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Physical Stuff: S11”. 170 lbs. Blue eyes. Blond hair, 


Optional beard. 
Intellectual Stuff: 10 marginally coe than cur- 
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K. Dick’s The Man in the Nigh Castle and anything 
Dr. Seuss. 
Music I'm listening to: Sarah McLachlan, Love Spit 
Love’s Trysome Eatone, Fury in the Slaugherhouse’s 
Mono, Collective Soul and the soundtrack 
to “Metropolis.” 
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ETTERS TO THE EDITOR 


Man, this has been a rough month. First, 
we got a big stack of letters pointing out 
an error in issue #36’s “Blast From the 
Past.” (Gary Adams in Bloomington, MN: 
“There were four editions of Gamma 
World, not three. Aren’t you 
ashamed?”). Next, for some reason, we 
got umpteen missives in praise of Spell- 
fire (Spellfire?). But worst of all, at the 
bottom of the mailbag, reeking of mouse 
waffles, was this note: “I AM LEVING 
YOU TO PLAY IN THE SPELFIRE INTER- 
PLANATERY CHAMPINSHIP. GETT BENT. 
YOR FREN, COW NOSE.” 
Sop! 


SMELLFIRE 


| play many CCGs, including Magic, Star 
Wars, Mythos, Legend of the Five Rings and 
Aliens/Predator. But my favorite is Spellfire. 
| had to write this in response to the inac- 
curate, ignorant and ridiculous comments 
made about this great game. Spellfire is 
easy, inexpensive and fun. | have person- 
ally introduced Spellfire to approximately 
20 people, who now play and purchase it 
ona regular basis. In fact, most often, the 
Spelifire tournaments at the local fantasy 
game store outdraw the Magic tourna- 
ments by a 2:1 ratio. And this is in a city 
with a large Magic following. 

Michael Papineau-Couture 

Alberta, Canada 
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MAN... MY 
CARDS ARE 
ALWAYS STICKY 


erie 


Spellfire gets a lot of play value here at the office. 


Are you kidding? | play with my Spelifire 
cards all the time. Watch this. One... 


I’ve been playing Spelifire since the game 
first hit the market. I’m also an established 
trader on the net and have contacted sev- 
eral other Spelifire-ers in regard to our 
chosen hobby. You might be interested 
to know that there have been four edi- 
tions and 11 expansions, and that cards 
from the first edition are rising in value 
simply because no one held on to them. 
All chase set cards (numbered 1-25 and 
401-440) are considered the rarest of the 
rare and sell for about $5-$20 each. TSR 
also issued three promo cards which were 
available only at GenCon. These cards sell 
for about $10-$30 each. 

Aaron Kelley 

Bainbridge, GA 


... two, three... 


Spellfire rules. InQuest, on the other 
hand—let me see, how should | put 
this—bites. 

Lee Chappel 

Mesa, AZ 


... four... oh damn! It fell over. 


MEXICAN TO GO 


My family was taking a trip to a resort in 
Mexico. My brother and | realized we 
could not go that long without Magic 
or, for that matter, InQuest. Therefore, we 
loaded up a backpack with Magic cards 
and your magazine. After the flight, we 
were driven by van to our destination. 
Upon our arrival, in my eagerness to 
check out what would be my home for 
the next week, | left the backpack in the 
van. My collection vanished. 

Don’t misunderstand me. I’m not bit- 
ter. I'm hoping that, at the very least, | 
helped to spread my two favorite things, 
Magic and InQuest, around the world. 

Tyler Woftus 

Greenfield, Wi 


You mean, at this very moment, InQuest 
might be serving as a coaster in some slimy 
Mexican tequila bar? Cool! 


DREAM DATE 


I’m responding to the guy a couple of 
issues back who was bitching about 
females not playing games. There are those 
of us out here who play RPGs, CCGs, 
wargames, computer games and regular 
old card games who think the rest of the 
general female population are a bunch of 
driveling brainless idiots. | would hypoth- 


KITTY 


AWARDED EACH MONTH TO A LETTER THAT 


TICKLED OUR FANCY FOR NO APPARENT REASON 


DAMN WINNER'S 
CAPE SHOULDA 
BEEN MINE 


_ Every spring, a few of the girls and | take 
a poll of all the magazines we see the guys 
carrying at school. The magazine that looks 
the best to us becomes “Chosen Mag of the 
Year.” Our pian is to buy every issue until 
we select another Chosen Mag for the next 


twelve month period. 


This year’s number three favorite was 
Popular Science. InQuest came in at num- 
ber two. Number one was Sports Hiustrated. 
However, after a few issues, we've finally 
decided that Sports illustrated sucks. Ail 
you see in Sports Ilustrated are guys with 
oversized muscles running around in span- 
dex and girls who could be labeled as 
artificial life forms because of all the plas- 
tic surgery done to enhance their bodies. 
InQuesi, therefore, is better, making it our 
Chosen Mag of the Year. So pat yourselves 


on the back for a job well done. 


Oh yeah, one more thing: We love you, 


Cow Nose! 
denny S. and the Cats of Paradox — 
Charlotte, Né 
Does this mean we can't ron a picture 
of Gow Nase in spandex? 
ADAM BOSARGE ELLIOT ABDESSO 
Age: 18 Sex: Age: 14. Sex: M 
11130 Pioneer Rood 34] Lineberry Rood 


Theodore, AL 36582 
likes: AD&D, Star Wars RPG, 
Vampire: The Masquerade 


~ Virginia Beach, VA 23452 
likes: Star Wars CCG 
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LETTER 


esize that the general female population 
is like this because their parents, along 
with society, teach them from birth that 
it’s okay to fit into the driveling brainless 
idiot mold. 

Perhaps all of you complaining guys 
ought to go to a bunch of game shops in 
cities whenever they host tournaments. 
I'm sure you'd find some non-stereotypi- 
cal females. 

By the way, I’ve bought more edged 
weapons in the past four years than arti- 
cles of clothing. 

Kathryn Dotter 

Norman, OK 


You must be quite a challenging date. 


WHO KILLED MAGIC? 


| have determined there are two types of 
Magic people: the players and the collec- 
tors. Players try new cards in their decks just 
to see what they'll do. They build weird 
theme decks just for the fun of it. Collec- 
tors, on the other hand, buy as many 
expensive cards as they can. They would 
rather trade than play. They usually have 
only one, maybe two decks. Collectors 
also complain about Wizards of the Coast 
reprinting, restricting or banning their 
hard-to-get cards. 

My friend says that players ruin the 
game. | say that, to collectors, Magic isn’t 
a game at all but rather a variation on 
sports card collecting. Collectors are ruin- 
ing Magic because if one of the big money 
cards they own is reprinted, they sell out 
and abandon the game. You will almost 
never see a player sell out because his card 
got reprinted. Players, not collectors, are 
what will keep this game alive. 

Monte W. Lewis 

Show Low, AZ 


Actually, there’s a third type: the subhu- 
man anthropoids who scream and howl 
and beat their chests and ... wait a sec. 
Those are pro wrestlers. 


STAR WORRIER 


Awhile back, | read somewhere that Deci- 
pher will be publishing a set of cards based 
on the forthcoming “Star Wars” prequel. 
Then | read somewhere that this is only a 


TARA WASSERMAN ARIRG GALLIMORE 

Age: 13. Sex: F Age: 23 Sex: 

3748 Pendlebury Drive 2927 Denton Road 

Palm Harbor, FL 34685 _ Denton, NC 27239 

likes: Magic Likes: Magic, Werewolf: Rage (C6, 


Werewelf: The Apocalypse 


rumor. Well, which the hell is it? Find out. 
Tell us. Now. 

jeff Musingo 

Ocala, FL 


Yes sir! Sez Matt Mariani, Decipher Mar- 
keting Director: “We definitely, absolutely 
have the prequel license, and we'll be pub- 
lishing sometime in 1999. We have the 
option of creating a brand new game; 
we’re playing around with that right now.” 


SPELL GHEKER 


In your “Riddle Me This” feature (InQuest 
#36), | found that once decoded, the secret 
message under the subtitle “Ciphers” is 
this: “CTHULU IS IN BASEMENT.” Please 
note that the name “Cthulhu” is mis- 
spelled. All | ask is that you follow your 
own advice next time and check the 
spelling before publishing. 

Daniel Lindell 

Des Moines, IA 


Wrong! The secret message refers to the 
Wizard Entertainment plumber, 
Irving Cthulu. 


WHINE AND ROSES 


I'm tired of all these whiners complain- 
ing about “| can’t afford any Moxes” or 
“| can’t afford the Black Lotus.” | have a 
solution for you. Go out and get Duel of 
the Planeswalkers from Microprose for 
the personal computer. You get all the 
Moxes and Black Lotuses you want, you 
get a ranking against other players and 
you get to play on-line. Everyone has 
access to the same cards and, what's 
more, you get to go up against a ton of 
different decks and opponents. 

Fronobulak 

Silicon Valley, CA 


Let’s see ... a couple of thousand for a 
computer, 50 bucks for the game, maybe 
20 a month for an on-line service ... hey, 
what a great money-saving idea! 


DORKISM 


How come people into gaming say they’re 
not dorks? I’m a dork, you're a dork, we're 
all dorks! And who gives a rat’s ass what 


ARLIN SCHATFEL JONATHAN CLIFTON 
Age: 15 Sex: M Age: 18 Sex: M 

133 Western Cres. 361 County Road 607 
Saskatoon SK, Canada Fort Payne, Al 35968 
SHANA : likes: Magic, Stor Wars CCG 
likes: Magic 


RICK SWAN SEEKS REAL ANSWERS 
TO STUPID QUESTIONS 


we look like? Does this mean that but- 
tweasel Joe Coleman (“NOT-A-DORK,” 
“InQuisition,” InQuest #35) who says 
he isn’t a dork and claims he looks like 
Brad Pitt is any better than other 
gamers? No. He’s the same. He plays a 
dork game. Therefore, he is a dork. All 
the ugly or fat people are obviously 
dorks, but so are the suave-type peo- 
ple. Don’t you think? 

A.J. Klausing 

New York, NY 


Interesting question. | was going to 
ask the suave-types on the InQuest 
staff, but they were busy force-feeding 
doughnuts to themselves, then 
attempting to autograph paychecks 
with the upchucked Boston cream. So 
I'll ask them later. 


STORY TIME 


| think Magic is the best CCG out there. 
When | first started playing with my 
friends, | thought it was a kid’s game, 
but after awhile | started to get into 
it. Now, | see a little story in my head 
every time | play, like | picture a big 
huge wall blocking my ground crea- 
tures. What do you see in your heads 
when you play? 

Mund Deyarmin 

Altoona, PA 


Well, | see myself doing a nude cha-cha 
in front of 100 jeering Serra Angles. But 
that’s just me. 


ICH BIN EIN SCHWEIN 


Here, for your enjoyment, are a few 
of your favorite phrases translated 
into German. 


ENGLISH GERMAN 
Cow Nose the Cat Kuh Nase 
die Katze 
buttweasel ashwiesel 
Rick Swine Rick Schwein 
Bob Stevens 
New York, NY 


Danke, Herr Ashwiesel. 


BLANKENSTEIN 


| just reread all of my back issues of 
InQuest. | like to remember what | was 
doing when | first heard Princess Di was 
dead or, more importantly, when Ice 
Age was banned from Type ll. I’m going 
to start keeping a journal in all the blank 
spots in the mag, so when | look back, 


| can see what | was doing when dif- 
ferent things were going on. You 
know, if you left a blank page or two 
in every issue, it’d be easier for read- 
ers to record the details of their lives in 
their favorite magazine. 

Ben Feist 

Neillsville, Wi 


Coming soon: the all-blank InQuest, 
featuring a pin-up of the Air Elemental, 
a behind-the-scenes peek at the Invisi- 
ble Stalker and, of course, the top 10 
Spellfire cards. 


KISS ME, MARILYN 


lam a longtime dice-chucker and card- 
flipper, and what people say about 
Magic being the work of the devil is just 
preposterous. The people who made 
Magic a success should be given a nice 
pat on the back and a handshake. At 
my school, you can’t take roleplaying 
sheets, Magic cards or dice to school. If 
you do, you get detention or sent to 
the office. 
Most. of 
my teach- 
ers don’t 
even 
approve 
of reading 
InQuest, 
probably 
because 
of Rick 
Swine ... 
uh, Swan. 
Also, peo- 
ple think Marilyn Manson plays Magic 
because it’s satanic. 
Wayne Giles 
Independence, MO 
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Boy, are they stupid. Everybody knows 
Marilyn Manson plays Magic because of 
the naked pictures. 


SWIPING SWAN 


My sister adores Rick Swan’s “Swan 
Song” section. The bad thing is, she 
keeps taking my magazine. Could you 
move it from the back of the mag to 
the front or the middle or even one page 
over? Then she couldn’t find it. 

Frank Olmstead 

Indianapolis, iN 


We'll do better than that. On your copy 
of the next issue, we'll print the entire 
thing—get this—upside down. 


CONTEST WINNERS 


. = 


e “Oh baby Oh baby Oh baby...” 
At least, those are the sweet 
nothings that we around the 
bullpen think Jabba was 
speaking softly in Leia’s ear 
(nibble, nibble) for the “What's 
Jabba Whispering?” contest. 
day Earle of Decatur, Ga. saw 
things differently. He walks—or in Jabba’s case, 
slithers—away with a complete set of the new 
Jabba’s Palace expansion for the Star Wars CCG. 
Additionally, 15 other Jedi-wannabes scored a Ban- 
tha-load of boosters. 


e Man! That’s a crapload of AD&D stuff! Everything 
related to dragons, dungeons or both that comes 
out from TSR in 1998 will go to Matt Kennington 
of Talking Rock, Ga. He proved himself to be a walk- 
ing arsenal in our “Arm Yourself” contest and 
walks away with the grand prize. Seven other 
potential bad-asses wound up with a bunch of 
Jakandor swag and AD&D CD-ROMs. 
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‘BALANCING ACT 


| used to be one of those diehard Magic fans who thought it was the 
best thing since sliced bread. Then, right after Homelands came out, 
I was exposed to Middle-earth: The Wizards. And you know what? 
Middle-earth is a much better game. Why? Because it’s balanced. In 
Magic, there are cards so powerful, they wreck the game. Sure, 
there are powerful cards in Middle-earth, but every card has a counter 
card. The One Ring can win you the game, but there are a ton of 
commons that can stop it. The Will of Sauron may seem too pow- 
erful, but again, a simple common card can get rid of it, providing 
a much better playing experience. 

Eli Margolese-Maiin 

Chapel Hill, NC 


Middle-earth is pretty good, but | don’t know if I'd call it balanced. 
For instance, | once tried to perch the Will of Sauron on Cow Nose’s 
snout, but the damn thing kept falling off. 


NOW YOU SEE IT 


| was thumbing through issue #36 and happened to notice a men- 
tion of Meta-Deck Protectors on page 102. There were some nice 
cards lined along the bottom in Deck Protector sleeves. Let’s see, we 
have Chaos Orb, City of Brass, Demonic Tutor, Savannah and... 
what's this? Sauron?!? One of your “Legends of Lore” characters 
from issue #29! Nice try, you Meta-Weenies. 

Rob Rouland 

Vienna, Austria 


Okay, you caught us. But did you happen to notice the Invisible 
Stalker just to the right of the Chaos Orb? 


SOUP’S ON 


| love Rick Swan. One day a year, | eat a swan in his honor. 
Tiago Ferreira 
Faro, Portugal 


Good thing my name isn’t “Rick Rottingsowguts.” 


CUTIE PIE 


How come Mike Searle is the only cute guy at /nQuest? 
Kate Griffin 
Carisbad, CA 


Okay, maybe Mike’s the cutest, But when it came to Miss Conge- 
niality, | kicked his ass. @ 


Well, well, what’s this? Cow Nose has dragged her mangy 
butt back home! Guess there isn’t such as thing as a 
“Spelfire Interplanatery Champinship.” And it looks like 
I'm going to have to spend the weekend teaching that 
dumb cat to spel. See ya next time! 


Pro Tour: New York. 
Page 16. 


Roleplaying Bible. 
Page 18. : 


New Edition Fever. 
Page 24. 


PLUS: 


e Nebula Award 
Winners. Page 18. 

e RPG Meets Wall 
Street. Page 22. 
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he BattleTech Trading Card Game (TCG) is 

getting a spiffy new paint job. This July 
Wizards of the Coast will release the Com- 
mander’s Edition, a version of the basic set with 
completely redesigned cards. 

“This is the game we ideally would have 
put out the first time around,” said Assistant 
Brand Manager Michael Brooks. The Com- 
mander’s Edition is the third release of the basic 
game, following the limited and unlimited 
versions. However, it’s much more than a 
reprint set. While it 
includes cards from the 
original sets, there are also 
cards from the first four 
expansions. Cards that 
were broken or less useful 
were rotated out to make 
room for the new cards. 

To better capture the 
feel of FASA’s BattleTech 
universe, the new cards 
have more dynamic lay- 
outs and color has been 
added to liven up the 
backgrounds and to make 
it easier to distinguish 
cards by type. But the 


new set—which will pre- Redesigned BaftleTech cards reflect the 
miere at the Origins high-tech future the game takes place in. 


Building a Better BattleTech 


new rulebooks include original fiction that 
gives insight into the factions and their part 
in the BattleTech universe. The 60-card 
starters will retail for $8.99 and 15-card 
booster packs for $2.99. 

Another new addition to the game are 
homeworlds. The back of each starter box 
now represents that faction’s homeworld. As 
in the games Doomtown and Legend of the 
Five Rings, you begin the game with your 
starter box in play and it grants your faction 
» a strategic advantage. 
Also, in an effort to bring 
| players more into the estab- 
lished BattleTech universe, 
the setting of the card game 
| is now tied directly into 
_ what FASA is doing with 
their BattleTech games. The 
- card mix and flavor text in 
the Commander’s Edition 
_ update the game to the year 
3058 and future expansions 
| will correspond with FASA’s 
latest plot lines. 

Wizards of the Coast is 
committed to giving the 
BattleTech TCG full support. 
Over the next few months 
there will be numerous 


Game Fair in July—has much more than just 
cosmetic changes. 

WotC has also adopted more user-friendly 
packaging. Cards are available in either semi- 
preconstructed starter decks or randomized 

booster packs. There are eight starter 
decks—four Clan (Ghost Bear, Jade Falcons, 
Smoke Jaguar and Wolf) and four Inner 
Sphere (ComStar, Davion, Korita and 
Steiner). Each starter deck contains a faction- 
specific card; these “high command” cards 
are only available in starters. With each 
starter deck you also receive a six-sided die, 
metal counters and a full-size rulebook. The 


BattleTech ™ & © Wizards of the Coast. Dragon ™ & © Prima Press. Shadowrun ™ & © FASA. 


sanctioned tournaments, including a series of 
national and international, culminating in the 
1998 World Championships, which will be 
held this August at GenCon. Crusade, the first 
expansion to follow the redesign, is due out 
in November. 

So how does all this affect players who 
own the old cards? Not much. The card backs 
are the same, making the sets fully inter- 
changeable. More importantly, the pre-con- 
structed starter decks should help bring more 
players into the game. “This is the point for 
new players to pick their faction and get in on 
the action,” said Brooks. & JefiHannes 


Finkel... Finally 


hile preparing for Pro Tour New York at a local game shop 
one of the younger players asked me: “Who’s the best player 
in the world?” | responded with: “It’s tough to say whether 
there is any one player who is better than the rest, but I’d say 
Jon Finkel is the most consistent.” He wasn’t satisfied with my 
answer, commenting, “But he hasn’t even won a Pro Tour.” 

As the saying goes: That was then, this is now. Jon Finkel 
finally scored a Pro Tour win at Pro Tour New York held the 
weekend of 17-19 April, 1998. 

Six times previously Finkel, 19, from Fanwood, New Jer- 
sey, had made the top 32 of a Pro Tour event, reaching as 
high as the semifinals of Pro Tour Chicago. But it took until the 
third Pro Tour held in the Big Apple for him to win the big 

ne. “I can’t believe | finally did it. | was feeling a lot of pres- 
sure,” he said after winning. 

Held at The Armory in Manhattan, Magic Pro Tour New 
York featured a booster draft format using two packs of Tem- 
pest and one pack of Stronghold for each draft round. Over 
three days, the top eight finishers had to draft five times. 

Through the 14 rounds of Swiss-style play, Finkel went 12- 
1-1 and became the first player ever to win a Pro Tour when 
seeded first going into the top eight. He drafted blue and 
black at the end and made good use of the power cards Grave 
Pact and Tradewind Rider. “I was pretty lucky that | opened 
two really powerful rares in the colors | like,” Finkel said about 
the final draft. 


Finkel, now sporting orange hair, faced Dominick Crapuchettes 
in the final match. 


His finals game against Dominick Crapuchettes was not 
close. The most important match of the tournament turned 
out to be a semi-final match against his long-time home- 
town rival David Bachmann, who was making his second semi- 
final appearance in a row. Bachmann had managed an 
extremely powerful draft deck including cards like Rolling 
Thunder, Lightning Blast and Fanning the Flames. Finkel won 
a very close game five when he drew a Rats of Rath, whose abil- 
ity to destroy its owner's artifacts, creatures or land combos very 
well with Grave Pact, which forces your opponent to destroy 
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JON FINKEL’S TOP EIGHT 
DRAFT DECK 


a creature every time you alos one. In the end Finkel was able 
to bury two of his creatures, forcing Bachmann to do the same, 
removing Bachmann’s blockers in the process. Slamming the 
rats on the table with a wide grin, Finkel removed a pacified 
creature from play, and then smiled as his Kezzerdrix stormed 
through for the final four points of damage, and the match. 
Notable in this Pro Tour were the strong showings of 
many established players. The top eight included Dominick 
Crapuchettes, Casey McCarrel, semifinalists John Chinnock 
and David Bachmann (both of whom 
have previously finished in the top 
eight), and quarterfinalists Nate 
Clarke, Truc Bui and Mark Justice 
(all of whom have seen top eight 
action before). 
A dark spot on this tour was that 
one of the world’s highest profile 
players was accused of 
stacking his deck 
while preparing 
for an important 
match. The play- 
ers who say ee 
saw it happen did 
not immediately report 
their observations to the 
judge. It is not known if 
the cheating actually took 
place, and probably never will 
be. The player in question has 
denied all accusations and was 
not penalized. B Gary Wise 


Photo by Chris Casaburi. Courtesy of Wizards of the Coast, 


Roleplayer’s Bible to Return 


alladium Books, publishers of RPGs like Rifts, will release 
P.. second edition of The Fantasy Role-Playing Gamer’s 
Bible early next year. “Bible” author and gaming insider 
Sean Patrick Fannon jokingly describes his book as “Every- 
thing you ever wanted to know about gaming, but thought 
you'd sound like a geek if you asked,” and he's thrilled that 
it's finally returning to print. 

Originally published by Prima in 1996, The Fantasy Role- 
Playing Gamer’s Bible was only distributed to major retail book- 
stores, rather than game stores, so it never reached its real 
audience. “Once | got the rights back, | was actually thinking 
of putting the whole manuscript on-line someplace, just so 
people could finally see it,” Fannon said. “Then Kevin Siem- 
bieda (president of Palladium Books) approached me about 
updating it and publishing a second edition.” 

In addition to covering roleplaying basics, the book includes 
a history of the RPG business and a “game-opedia” of RPGs and 
gamer slang. Fannon said, “I wanted it to be fun instead of the 
usual dry list.” 

The new edition will include an updated history, with signifi- 
cant reorganization and revision of other sections. At this time, 
format and price haven't been determined. # Charlene Brusso 


Everything you ever wanted tok know about roleplaying but felt too geeky to ask. 


Best of Science Fiction 


e Nebula Awards for the best science fiction writing of 1997 were presented 

the evening of May 2 in Santa Fe, New Mexico. Unlike the Hugo Awards, 

which are voted on by fans, the Nebulas are voted on by the members of the 
Science Fiction and Fantasy Writers of America (SFWA). 

More than 200 SF writers, editors and publishers packed the banquet room 
of the Hotel Santa Fe for this year’s bash. Spirits were high—in spite of a fail- 
ure in the hotel's air conditioning system. Attendees dined on buffalo steak and 
other Native American dishes, then sat back nervously for the awards. Allen 
Steele, whose novella “... Where Angels Fear To Tread” was on the ballot for Best 
Novella, echoed the sentiments of several other nominees when he said, “If | 
win, | plan to get royally drunk. Even more : 
so if | lose.” 

Craig Engler of SF Weekly noted that all 
the nominees were especially strong this 
year. No one was willing to go out on a 
limb and predict who would win. The only 
“sure” thing was that venerable best-selling 
author Poul Anderson would be named as 
Grand Master: a title granted by SFWA to 
the most successful writers in the field. 

When it was over, Vonda McIntyre had 
captured the Best Novel Nebula for The 
Moon and The Sun, an alternate history 
set in the court of King Louis XIV. Jerry 
Oltion's "Abandon In Place," a story about 
a ghost-rocket that revitalizes the U.S. 
Space Program, won for Best Novella. 
@ Charlene Brusso 
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Game Companies 
cantriniy == «|: GOING Exclusive 


allow meas of the card to draw ¢ a ‘card. ee like ‘An Gar your hands on the latest Xena RPG module, Middle- 
tral Recall or Braingeyser are not cantrips because these earth CCG expansion or Dark Conspiracy sourcebook may 
_ have drawing as their primary function. They do include have just gotten tougher. The companies that make these 

cards like Touch of Vitae and Abeyance, both of which do products have all announced exclusive distribution deals. 
Something hesides allowing yoy fairey @ care Ken Whitman, president of Archangel Entertainment, 
Color Average 10 : Number = us g : 
Power Rating ey M3 publishers of the Groo card game and Zero and Dark Con- 
: spiracy RPGs, said at the Game Manufacturers Association 
2.0 : : 2 : (GAMA) trade show that Archangel plans to distribute exclu- 

. sively through Chessex in the United States. 

Iron Crown Enterprises (ICE), publishers of the Middle-earth and 
Warlords CCGs, also announced a distribution deal with Chessex 
but it’s “ a hybrid posture,” according to ICE president Peter Fen- 
lon. “We're not going exclusive, we're more or less going direct 
using Berkeley and Chessex as fulfillment partners,” he said. 

And West End Games is also making a move. “We have 
signed an exclusive deal with Chessex,” West End Games Pres- 
ident Scott Palter said, “out it is for Hercules and Xena [RPGs] only.” 

Why are game companies making these moves? Accord- 
ing to Palter, “We've changed our method of selling from pas- 
sive to active. | believe this will give us better sales, especially 


© Tom Huskey — 


} 9091 (6th i in world) eo 
SEGRET 0 sos? | just like playing Magica little too much ‘ 
for my own good. | also have an avalyiesy tind, which is good 
ae eae : - 


VORITE 


\VORITE oI don't usually lke Combes a 
in “ania draft, so I'd have to say my favorite combo is Spinal 2 
Graft(s) with multiple targeting permanents. It males sige a 
Graft into a very versatile card. 
MOST POWEI 


FAVORITE 


To get ICE products like the Middle-earth CCG retailers will have to go 
through Chessex, Berkeley or deal directly with ICE. 


: = Scroll 


of backlist, and also will give us better in-store support.” 
Fenlon agreed, saying: “The gamer is going to see more 
demos and more product.” 

Steve Jackson of Steve Jackson Games disagrees. “It’s hard 
for me to believe that they could be getting better sales or 
service by refusing to sell to other distributors,” he said. “But 
| don’t know the terms of the deals.” 

Palter admits that the deal may have some pitfalls, such 
as the loss of business from other distributors, but is confi- 
dent that it will ultimately result in “better distribution, with 
more intelligent marketing partnerships of manufacturers, 
distributors and retailers.” 

Bottom line—what does this mean for gaming fans? 
“There may be fewer stores with our products,” Palter admits. 
“But the stores that do carry our line will offer much better 
Report on page 16). Fit ike product selection, in-store support and events,” he said. 


junior) to his credit and has accumulated enough Pro Tour points || “It will probably make some of their games harder to 


| find,” counters Jackson. “Retailers who don’t find the right dis- 
to assure him a spot at this August’s world championships. - x a‘ 
cS ; e tributor just won’t have the line.” Chuck Bednar & Tom Slizewski 
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10 Ih Don’t panic! Yes, Jon 
Finkel’s smiling face stared out at 
you from this space a mere two 
months ago. But /nQuest isn’t 
doing reruns. It’s just that Jon 
is the first player to twice rank 
as InQuesi’s Magic Player of the 
Month. You last saw him hi 
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RPG Meets Wall Street 


peculative fiction is taking on a whole new meaning at Issaries Corpo- 
Sc. which is selling “stock” in its new Glorantha roleplaying game. 

Founded this past February by Chaosium president Greg Stafford, 
Issaries Corp. was set up to 
bring back one of role- 
playing’s first worlds: Glo- 
rantha, setting of the 
original RuneQuest RPG 
released in 1977. 

“Glorantha is a unique 
fantasy world whose deep 
mythological basis— accu- 
mulated for over 22 years 
of writing—offers depths 
unparalleled in fantasy lit- “But officer, swapping Glorantha supplements isn’t 
erature,” says Stafford. His imsidertrading” 
plan calls for Issaries to debut the newcomer-friendly Glorantha: An 
Introduction, by Stafford and Rob Heinsoo in January 1999. Spring 1999 
should see The Hero Wars, a Glorantha-based RPG by Robin Laws 
(Shadowfist, Feng Shui). “This is the game we used to call HeroQuest,” 
says Stafford, referring to the nigh-legendary game originally announced 
in 1978. Regular bimonthly supplements and a licensed computer 
game arrive later in 1999. 

Issaries, named for the Gloranthan god of trade and communica- 
tion, hopes to raise the money it needs by selling $100 shares of stock 
to Glorantha’s loyal “tribe” of fans. Interested? Act fast: A thousand 
shares will be sold, and Stafford says he has already received more 
than 500 inquiries. Check out Issaries’ website at http://www.gloran- 
tha.com/issaries.html or contact Stafford at (510) 595-2440 (serious 
inquiries only). @ Beth Fischi 


e Jackson Games 
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TUNNELS & TROLLS — 

Flying Buffalo, 1975 

: Fantasy roleplaying game 

A Roleplaying is fun, diclere ening isn't. T&T 
was targeted at people who liked the idea of roleplaying but 
hated the math. Most monsters have only one number, you 
use only six-sided dice and cumbersome mechanics like weapon 
speed modifiers and alignment don’t exist. __ 

implicity and creativity. TéTwas the first non-TSR- 
roleplaying game and didn’t get much support. To make a T&T 
campaign sing the GM had to be creative by making up his own 
adventures, monsters, magic items or liberally borrowing and 

_adapting them from better supported systems. But since the 
game’s mechanics are so simple this wasn’t difficult. T&T was 
also the first RPG to have solitaire (and often whimsical) adven- 
tures released for it. To date more than 30 such ae have 
been published. 

; |)07Y: The 5th edition, published in 1979, is wily avail- 

able and can still be ordered directly from the publisher at (602) 945- 

6917 or www.flyingbuffalo.co Tom Slizewski 
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New Edition 
Fever Strikes 


L year, everything old is new again. As the millenium 
draws to a close, game companies are polishing up their 
lines and releasing new editions of classic games. Shadowrun, 
RuneQuest, Vampire and even mainstays like Call of Cthulhu 
and BattleTech are being reworked. But why the sudden rush 
to rewrite? 

One thing it has little to do with is the rules. Although 
specific systems might be changed, like the magic rules for 
both Call of Cthulhu and Shadowrun, or the virtues in Vam- 
fing q cone pire, the owning companies were all quick to insist that the 

ran all-expense paid trip to Decipher up the Oliver "| new versions would be completely compatible with earlier 

© Cactus Game Design is planning to. et Be A | ones. Most wish to avoid the words “new edition,” fearing 
ei rework the starter decks of its biblical 08 SOs euieses "| it suggests flaws in the prior version; the polite term is “revised 
(CG Redemption with new and improved and updated? 


Cae ee af Hot 12 in So why “Tevise and update?” The big reason is the march 
“Steve Jackson Games (S16) ) announced Be its Wo smanseries, andhas of time—both fictional and real. Games like Vampire and 

itis developing a Gups CD-ROM a seu : -| Shadowrun have constructed elaborate settings over the past 
» The next expansion fo SJG Hl- = >Sam’ n, the first B | decade and the redesign is a chance to take the changes that 
-minati CCG will be titled Bavarian Fire has be te || have occured into account. The inception date for the new 
Drill ond is due out this November. Ah Hic | Shadowrun is several years after the previous edition's, allow- 
2 This winter, Avision is planning to Chris (“Home Alone,” “Mrs. i | ing new characters to look back on previous books as his- 


release an action/RPG CD-ROM game Columbus is set fo direc f : tory. New alien races in Call of Cthulhu will allow for more 
based on Five Rings Publishing's popular Warner Bros. is rumor modern play 


2 orl dl ke Ble fant: “ us ee. Meanwhile, in the real world, games fall prey to “knowl- 
players take the role of a young sa ne We edge creep.” As time goes on, more information becomes 
available about a game in various supplements, requiring 
new players to buy 
dozens of books. A 
new edition puts all 
those important 
rules in one place. 
According to Rett 
Kipp of FASA, a new 
edition also serves 
as an entry point for 
new players. 

The other rea- 
son for new edi- 
tions is artistic 
overhaul. Everyone 
wants the chance 
to redo old art and 
tired writing. Eric 
Rowe of Chaosium 
said that the not- 
quite-Sixth Edition 


magic and the fighting art of Kenjutsu, ( 
re build an artifact that willhelpdefeatan » Joss Whedon is developing a spin- a 
off series to “Butfy the Vampi 
Slayer” for the WB Network. ee 
inga 3D sequel to Prince of Persia, —— Unive - 
~~ for release early next ye aset 
3 > Psygnosis wil release sequel fo the 
- classicsirategy game Sentinel this August, 
for the Sony PlayStation and PC, which film- website for its video release of the Fox vam- 
maker John Carpenter (“Hallowe pire series “Kindred: The Embraced, : 
_ “Escape from New York”) 
© Virgin Interactive's upcomi oF 
action-shooter Recoil puts you in con- st 
of a futuristic vehicle that can morph 
__ between a rapid-motion tank, hovercraft, 
amphibious war machine ond submersible. nt 
The creators of X-COM are working 
_on Virgin Interactive's Duel: The ose 
Wars, a PC game where players must 
learn fo summon creatures to survivean a 
alternate reality. 36 players will be able 
~ to compete against one another in Di 


Shadowrun 3rd features new cover art. The first new 


oe : cover since 1989. 
© Interplay will release Star I — ® “South ak” | of Call of Cthulhu 


Starfleet Command, the first-ever Star Parker a e have renegoti | will be reorganized and also contain a copy of the short story 
Trek strategy game for the PC. The f edy C by H.P. Lovecraft that gave the game its name. 

I ne game uses footage from the cs oe But why are all of these companies releasing their 
revised editions now? Every company denied any partic- 
ular connection other than coincidence. “It just seemed like 
the right time,” said White Wolf's Greg Fountain. Rowe 
offered a more practical reason: “We used up the last of 
our print run.” Kipp confided, “Frankly, we had to.” 


Klingon Academy, this October. - Jorda nesistafi @ Jason Schneiderman 
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allows gamers to compete as Federation, 
“Klingon, Romulan, or other unreveaied 


Neutral Ground 


f Wizards of the Coast’s dream to make gaming as big as 
fine movies is going to come true, there will have to be 
movie theater-like franchises. Neutral Ground hopes to be the 
first of these. 

The well-known East Coast tournament and game cen- 
ter has announced it is merging with two other leading tour- 
nament centers located in Georgia and California. No More 
Kings, Inc., the operator of Neutral Ground in New York, 
has united with “Match Play” of San Francisco and “The 
Warzone” of Atlanta under the Neutral Ground label. 

“| feel that Neutral Ground is probably the most valu- 
able intellectual property in gaming next to Magic: The Gath- 
ering,” said David Doust of the new Neutral Ground: Atlanta. 
“This will enable us to combine three of the most well-known 
entities in the site-based entertainment business to create 
the first ever national tournament center chain.” 

The new-found franchise is already looking to expand. 
Neutral Ground has announced it is looking for more qual- 
ified sites to join under its banner. Affiliates will enjoy discounts 
on gaming merchandise and share in other benefits of ally- 
ing oneself with a “name” business. 

Will the future see a Neutral Ground franchise in every 
neighborhood? If WotC realizes its dream, they'll be there 
right next to the multiplex. &@ Alex Shvartsman 
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ue Talk on wee ive Rings Publishing mailing list inked - 
hat its planned “Rolling Thunder” release schedule willbe 
modified. One proposal had the planned nine Hidden Emperor 

rele ases (50 car each month for nine months) “collaps- 
ing” into three releases spread three months apart (each of 
these bigger releases would have 150 cards). Another pro-. 
posal had the planned 15- card boosters for > 99 go to 


will be released i in 144th Sele as ee to Bihe oe 
th scale. The new a minis nee continue to 


e Pinnacle Entertainmen has been hinting a some time 

at there will be bic WS this summer for fans of their Dead- 
lands RPG. The payoff will come this August with the release 
of Deadlands: Hell on Earth. Pinnacle is calling it a whole 
: like anything you've ever seen. It'll be written _ 
laimed Deadlands author Shane Lacy Hensley. a 


hat’s all the wri ng we have for this month. Back tocon- 
mplating thmgs like Why do they call them hemorrhoids - 


pe at: 1QSecrets@20l com 


t’s here! Jabba’s Palace has arrived, and play- 

ers everywhere are rejoicing. Finally, we get 
the long-awaited Jabba the Hutt, as well as the 
always-popular “slave” Leia. Plus this set, which 
focuses on the first part of “Return of the Jedi,” 
includes more aliens than you can shake a gaffi 
stick at. There are plenty of recognizable char- 
acters, like Bib Fortuna and Salacious Crumb, but 
there are also dozens of enhanced images of 
people and places that were only barely on the 
screen, which means that many of the new 
cards will be unfamiliar to most players. In a 
very short amount of time, that will change. 

Looking at the set, the first thing that jumps 
out at you is the beautiful imagery and artwork. 
It’s easily the most colorful, detailed expansion 
Decipher has produced. There has been quite a 
shift in the lore text. Gone are the punny jokes 
and cutesy phrases. Some of the cards still have 
humor, but they have a much more “Star Wars” 
feel. A great example is the text for the Jawa char- 
acter R’kik, Hero of the Dune Sea: “A tribe of Tusken Raiders, a 
herd of angry banthas, a raging krayt dragon and R’kik. Minutes 
later, the Jawa emerged from the Dune Sea, a bantha tusk over 
his shoulder.” Cool! 

Okay, so “Star Wars” fans are sure to be jazzed by the set, but 
what about the players? One of the most significant things this 
expansion introduces—or reintroduces—is the revival of theme 
decks, There are cards in Jabba’s Palace that allow players to make 
a Jawa or Tusken Raider deck without fear of getting punished for 
playing with duplicates. Cards like Double Laser Cannon—a seven- 
destiny weapon that can make a Sandcrawler immune to attrition 
less than five—and the power-three R’kik are exciting additions 
to theme-minded players. 

Many players will also be pleased to see cards that make 
several of the “worthless” premiere cards playable. Dust off those 
Plastoid Armors and Tusken Breath Masks. Thought those Utinnis 
were useless? Think again. Jabba’s Palace is loaded with cards that 
will have you digging up those old cards. 
Besides the obvious power cards like Jabba, 


GAME: STAR WARS CCG 
PUBLISHER: DECIPHER 
GENRE: SPACE OPERA 
SET SIZE: 180 CARDS 
RELEASE: MAY 1998 
PACKAGING: 9-CARD BOOSTER PACKS 
SUGGESTED RETAIL: $2.50 PER BOOSTER 
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the new Artoo, etc., tournament play- 
ers will enjoy a few new rules. First off, 
characters with more than one unique- 
ness dot are now non-unique. Sorry 
Minyoon! Also, the Dark and Light 
Sides both get a new type of card— 
the starting interrupt. After you choose 
your starting location, you can play 
one starting interrupt from your deck. 

Currently, there are only two 

starting interrupts—The Signal and 
Twi’lek Advisor. Both let you start 
the game with an effect that doesn’t 
have a deploy cost. That means you 
can play defensive cards like Do or 
Do Not and There is No Try and 
not have to worry about when they 
come up in the game. You can also 
be more devious, and start with 
Nightfall—or Sunsdown—and try 
for a spy attack deck. This landmark addition to 
the game will have tournament players everywhere reconsider- 
ing their strategies. 

Decipher has done something else for the first time. Instead 
of fixing abusive cards with magic bullets, they’ve designed cards 
that target overall deck themes instead. For example, the Dark Side 
effect Cane Adiss lets you deploy cards—ignoring all restrictions— 
at a non-shielded planet location where your opponent just 
initiated a Force drain. Is your opponent abusing the Dagobah 
cloud drain? Watch out! Here comes the Rancor! 

Jabba’s Palace certainly has a lot to absorb, and it might be 
quite some time before some of the more obscure combos rear 
their heads. But for now, one thing is clear: This is the cleanest, 
sharpest, most exciting expansion to date. @ Jason Robinette 


THE GOOD 


e Theme decks are here! You want to play the Jawa-Jedi 
deck? There are enough cards to do it now. 

© 88, count ’em, 88 new aliens. 

e Mmm... Slave Leia... 


THE BAD 


* Where’s Jedi Luke? 
e With so many unknown aliens, there are a lot of rares that 
people won’t be thrilled to receive. “Another Woof?!” 


THE UGLY 


® Hutt Smooch. Ugh. 


he world of organized crime is 
. the focus for the first expansion 
set for the Shadowrun: TCG. The set 
of 140 cards features new runners 
from the big syndicates—the Mafia 
and the Yakuza—and Lone Star, the 
top cops. For the most part, the new 
cards focus on these new themes, 
expanding the game by giving you 
new deck-building options. 

Most of the locations, chal- 
lenges and special cards in the 
set deal with the criminal under- 
world, with locations like the 
Mafia-controlled Docks, the Black 
Market and Lone Star Lock-Up 
and challenges like Yakuza Assas- 
sin and Lone Star Beat Cops. There 
are no new cyberdecks or pro- 
grams for deckers in the set, and 
no new cyberware, but there are 
new spells, weapons and gear 
galore, including my favorite new 
weapon, the Baseball Bat. 

There are more than 50 new spe- 
cial cards, including more drones for 
riggers, totem cards for shamans— 
specials which give shamans certain 
bonuses—and Gang HQ cards that 
make all gangers you control mem- 
bers of the same gang with specific 
bonuses and drawbacks. My favorites 
are two new specials that let you make other runners commit suicide: Seppuku 
and Suicidal Tendencies. Hey, no one said the Underworld is a pretty place. 

In addition to all the cool new toys, the best thing about Underworld is that it 
allows for more customized deck-building and theme decks for the game. The new 
card selection lets you build a Mafia, Yakuza, Lone Star or Ganger deck fairly eas- 
ily. Theme decks tend to be very effective in certain areas—a Lone Star deck has 
all sorts of ways to frag over Mafia and Yakuza runners and vice versa—but they 
are also vulnerable to certain challenges and specials that specifically target them. 

A lot of the special cards in Underworld are only effective 

for certain types of runners, so they work best with a tightly 

- themed deck. Players looking for 

more general-use cards may be a 
little disappointed, but there are still 
plenty of new toys, and most of the 
objectives and gear work just fine 


GAME: SHADOWRUN: THE TRADING 


CARD GAME ; ; 
PUBLISHER: FASA in any type of deck. If you're look- 
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GENRE: CYBERPUNK FANTASY expand your deck-building options 
RELEASE: MARCH 1998 for Shadowrun, along with some 
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Alternity 
Gamemaster Guide 


o real surprises. That was my first 
impression upon reading 
through this, the companion book 
to the Alternity Player’s Handbook. i 
Then | started digging in, and! gw. 
found more than a few nuggets of 8 
gold that. ensured that this book 
gets listed as a “must-have” for any- 
one who is serious about running an 
Alternity campaign. 

The majority of the tome is dedi- 
cated to giving perspective on each of 
the sections found in the Player’s Hand- 
book to the GM. Virtually every chapter 
in that book is covered again here, much 
in the same way that the AD&D Dungeon 
Master’s Guide does for the AD&D Player’s 
Handbook. That's the part you expect. 

Fortunately, the authors improve on 
the original model by providing excel- 
lent examples and sidebar information 
that will help even expert GMs get a 
stronger handle on how to run this game. 
| am especially impressed with the “It’s 
Your Game” sidebars that crop up fre- 
quently, exhorting the prospective 
gamemaster to take the bull by the horns 
and run their game the way they want. 

| was really excited about the additional 
sections that give nearly complete instructions on how to build and use spaceships, cre- 
ate planetary systems and their populations, and even how to construct entire universes 
and set up a star-spanning campaign. There is stuff here that | would recommend to 
people regardless of what game system they were running. Would you believe there 
is even a more-than-cursory attempt at providing conversion rules for bringing AD&D 
characters into Alternity? Spelljammer meets “Babylon 5” anyone? 

There are a couple of points I have problems with. The most popular part of the book 
will undoubtedly be chapter 16, where it introduces the FX system, which allows for magic, 

faith, super powers, etc.; the authors really should have expanded 

on that a bit more and provided more examples. Hopefully, there 

: will be a follow-up book to support 

this later. | would have also liked to 
have seen a more detailed and rules- 
etic em ae ae ena : oriented approach to creating alien 
GAME: ALTERNITY races for the game; the method they 


PUBLISHER: TSR provide is too open-ended and lays 
AUTHORS: RICHARD BAKER AND BILL too much upon a new GM. 
SLAVICSEK Ultimately, however, this book 
DEVELOPER: DAVID ECKELBERRY makes the whole Alternity game more 
GENRE: SCIENCE FICTION/SPAGE OPERA accessible than the Player’s Handbook 
FORMAT: 250-PAGE HARDCOVER could manage alone. The combina- 
RELEASE: MAY 1998 tion gives a solid game an even more e 


SUGGESTED RETAIL: $29.95 solid foundation. # Sean Patrick Fannon 


he trouble with innovation is that you can only do it once; 

after that, it’s repetition. This is what makes reviewing White 
Wolf’s historical games so difficult. Each one is a remake of a 
previous game, moved backwards in 
time from today’s World of Darkness 
to a point in its past where the rules 
are slightly different. They stand some- 
where between-“brand new game” and 
“third edition”; there’s a new setting 
and more polished mechanics, but— 
whether you’re in medieval times or 
modern—Vampire is Vampire. 

The latest in the series is Mage: The 
Sorcerers Crusade, a reworking of Mage: 
The Ascension set in Europe during the 
Renaissance. Unlike the modern game, 
where the mages are desperately fighting 
to keep magick alive as science closes in, 
the war for reality is still up for grabs here. 
Either the mystic Traditions or the Order 
of Reason could win the day and, for the 
first time, players get the chance to take 
either side. 

“Dead” traditions, like the Ahl-i-Batin and 
the Solificati, are presented in all their glory 
along with the groups that will one day grow into the great and 
powerful Technocracy, such as the Cabal of Pure Thought and the 
High Artisans. The rules for magick are turned upside-down; sum- 
moning an elemental or praying for a miracle would be considered 
“casual magic” while using a pistol borders on “vulgar.” And 
Paradox, the bane of modern magi, is replaced by the Scourge, 
which can be either helpful or harmful depending on intent. 

The other side to these changes is a renewed emphasis on 
how magick is performed. There are several magickal styles 
detailed in the game; you're expected to choose one as the 
means by which your character changes reality. This makes 
sense: A priest from the Celestial Choir wouldn’t use the tools 
of the pagan Verbena. Components and rituals become key 
game elements in a way that they never were in Mage, a dif- 
ference that adds a lot of flavor. 

Beneath the changes, though, you’ve still got the best of 
the five Storyteller games. If you've never played, you've missed 
out on one of the best magic systems ever in a roleplaying 


game, one that allows you to do anything . 


you can dream up if you’ve got the skill 
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‘Mage: The Sorcerers Crusade 


and the will to do it. The game still 
runs on the classic White Wolf engine, 
familiar to World of Darkness play- 
ers. However, there’s no text 
cut-and-pasted from Mage either; it’s 
all been completely rewritten and 
updated. There may never be a third 
edition of Ascension, but this will do 
ina pinch. 

Mage: The Sorcerers Crusade is 
the newest of the historical games 
and the most different from its 
source. It’s also the best. For those 
who've never played Mage before, 
it’s a perfect change from the 
usual fireball-fantasy fare. For 
those who have, it’s the game you 
love in a new setting packed with 

possibility. ®@ Jason Schneiderman 


If it wasn’t broken, they didn’t fix it. 

Sorcerers Crusade emphasizes style over power: Just 
because you can do anything doesn’t mean that you will. It 
also codifies magickal ways and means in a manner that 
M:TA doesn't. 

After the sale of Ars Magica, Mage was a game without 
a past. Sorcerers Crusade fixes that, giving such 
mainstays as the Order of Hermes and the Tremere 
vampires a new foundation. 

It's a beautiful book, from the gold-embossed cover to the 
full-color art by the Hildebrant Brothers to the opening 
story by Storm Constantine. 


Do tertiary abilities get five or seven points? Why do the 
astronomy-oriented Celestial Masters and the secret police 
organization called the Ksirafai have the same magickal 
affinities? Like scratches on a golden vessel, the few 
inconsistencies in a product this good stand out. 


The examples suggest that the sphere of Spirit in M:SC 
replaces Entropy as the fallback sphere for coincidental 
magick, with “l ask God to do it” as the substitute for “There’s 
a random chance that it happens.” Storytellers beware. 

There’s a huge, screaming typo on the character sheet. 


Thelllithiad 


ihe dreaded mind flayer has long been an AD&D favorite. 

i, Unfortunately, they have gotten little more press than 
an entry in the Monstrous Manual. With the release of The 
[Ilithiad—the latest volume in the “Monstrous Arcana” 
series—these brain-suckers finally get their due. 

Presented as the findings of a merchant sage named 
Wakeman, The Illithiad sets out to present their disgusting, 
horrific culture in all of its slimy detail. 

Much of the book is devoted to providing the DM with 
background and insights on illithid culture. There are essays 
on mind flayer anatomy and life 
cycles pe theology and a 
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species origin that 

could make the basis 
for a cool illithicentric 
campaign. Since psion- 
ics are so integral to 
running mind flayers, 
there is also a chapter 
devoted to the disci- 
plines mastered by the 
illithid, plus new powers 
unknown to mortal 


Dungeon Builder 's Guidebook 


Jemember the fantastic dungeons of Gary Gygax? 
The Temple of Elemental Evil or the Decent into 


the Depths of the Earth-related adventures? Now it’s 
your turn to create the newest dungeons of dread. 
The Dungeon Builder’s Guidebook teaches you how 
to design and populate your own dungeons, rang- 
ing from the traditional cave-in-the-wilderness to 


interdimensional adventures. 


The Guidebook starts by covering the basic issues 
of a dungeon. Important, realistic details such as 
“Where does the monster get its food?” and “How 
do the monsters keep from killing each other?” are 


discussed in some detail. The 
age old debate between realism and fun is 
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brought to the table, as well 
as things to avoid, like 
“Monty Hall” campaigns. 
The next part describes 
different dungeon types. 
These include the traditional 
castle-, ruin- and cave-dun- 
geons as well as the more 
obscure aerial and underwa- 
ter and encounters. The 
interdimensional dungeon 
allows access to a variety of 
planes and offers new ways 


man. Introducing psionics into a 
campaign can be tricky, and the 
author provides helpful tips on inte- 
grating them smoothly. 
The Illithiad provides the DM 
with practical tools as well as back- 
ground material. There’s an entire 
mind flayer colony for PCs to visit 
(one way or another), giving them 
the perfect chance to discover the 
illithid secrets revealed in this book. 
There are new illithid mutants to 
take on—you haven’t seen it all 
until you've faced an illithid lich— 
and new toys to plunder, such as 
psychic swords and brainmates. 

One gripe: The book could have been organized a bit bet- 
ter; in several spots, intriguing concepts are introduced and 
promptly dropped, only to be taken up again in later chapters. 
A bigger drawback is the price point. Though the color illustra- 
tions are handsome and lend the book tremendous atmosphere 
and character, 20 bucks is a lot to pay for eye candy. 

Overall, The Illithiad is a solid and entertaining work. DMs 
planning high-level forays into the Underdark will likely find it an 
indispensable investment. Thanks to the high price, however it isn’t 
a book for the merely curious. m@ Paul Sudlow 


to challenge the characters with distorted dis- 
tances or infinite staircases. 

There is also a chapter that covers the basics 
of trap design followed by a random design gen- 
erator for when the DM isn’t feeling very creative. 
And finally, examples of the different types of 

dungeons are included to help get you started. 

The book is well-organized and easy to use, but it lacks orig- 
inality and substance. One-third of the book is space-filler disguised 
as mini-dungeon examples, seemingly because the author couldn't 
come up with more than 40 pages of advice on dungeon build- 
ing. In fact, the random dungeon generator is recycled from the 
first edition of the Dungeon Master Guide. Basically, this book is a 
compilation of previous texts and ideas in one volume. 

If you are a new or out of practice DM who’s looking for a 
reference book that reviews important dungeon concepts, the 
Dungeon Builder’s Guidebook will meet your needs. If you’re an 
AD&D fan and have already taken a stab at designing your own 
dungeons, you probably could have written this book yourself— 
and you most likely won’t find enough new ideas to justify buying 
what is primarily a book of recycled materials. @ Todd Posey 
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GAME REVIEWS 


Be me state up front why | didn’t give this book a “six.” 
jo index. That’s about it, really. | can’t give a perfect 
score to any game book that doesn’t have an index. 

Beyond that, however, | am extremely thrilled with 
this piece of work. The cover is eye-catching and 
instantly sets the tone of the book. The rest of the lay- 
out and artwork is smooth, elegant, and, in some cases, 
downright gorgeous. 

The writing will not disappoint either; Jackie Cas- 
sada and Nicky Rea have obviously put a fair amount of 
effort into their research, but they 
refuse to bore us with too much 
detail. 
Instead, they give 
us just as much as 
we need to taste 
| Hong Kong with- 
out drowning in 
the minutiae. We 
) are shown where 
things happen 
and what kind of 
place Hong Kong 
is for a supernat- 
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“An index away 
from perfection.” 


ss; Hong Kong 


ural, with a lot of attention paid to the way 
the mystical and mundane worlds are more 
intertwined than they are in Western realms. 
Best of all, we are given this in a style that is 
easy on the brain and stylish to boot. 

Most of the book is dedicated to “Who's 
Who” in Hong Kong’s supernatural com- 
munity, detailing more than just Kindred. 
This book makes a real go of integrating 
the various types of beings that are in the 
World of Darkness; just as Hong Kong 
blends so many different mortal cultures, so 

does it intermingle the mystical cultures of the WoD 
as well. In fact, the only other “complaint” | could offer is that this 
book is difficult to make the most of unless you have Kindred of 
the East, where much of the core rules information for many of 
these characters obviously originates. 

If anyone was afraid that White Wolf’s announcement that 
no more core “critters” would be created as core systems meant 
the end of good stuff for the World of Darkness, this is one 
entry into the body of evidence proving that notion wrong. In 
fact, | have to give this book to my Storyteller; | want to play 
in White Wolf’s Hong King. | can think of no better recom- 
mendation. @ Sean Patrick Fannon 


GURPS Russia 


Ee it is, GURPS: Russia is a great book, What 

F. is: a niche product. A niche that is incredibly 
small, but a niche nonetheless. This supplement 
really couldn’t be done much better. Any detail 
you could desire about Russia from the 10th cen- 
tury to the beginning of the 18th century is all 
right at your fingertips, but this begs the question 
“How much can a GM really use from this book?” 

One thing’s for sure: This is no James Bond 
movie. There are no spies or Cold War conflicts. 
What a reader gets is a history lesson in the daily 
lives of early Russians. This can be good or bad 
depending on your desires. If you want to place an 

~ey adventure during the rise of a 
certain Slavic 
tribe or want your play- 
ers to steal the magic 
© Apples of Youth, this is 
the only book you'll 
/ ever need. You may 
/ even be able to pass 
classes in Russian his- 
tory with it. 

But while there is a 
lot of material on Rus- 
sian myth, such as the 
| Baba Yaga and Chudo 


GAME: GURPS 
PUBLISHER: STEVE JACKSON GAMES 
AUTHORS: S. JOHN ROSS 


GENRE: HISTORICAL 

FORMAT: 144-PAGE SOFTCOVER 

RELEASE: MARCH 1998 

SUGGESTED RETAIL: $19.95, 

CONTACT: WWW.SJGAMES.COM OR 
512-447-7866 


36 INQUEST 39 


STEVE JACKSON GAMES 


“From Russia 
with...muzhiks?” 


Yodo—who looks suspiciously like a cross 
between Cthulhu and a plate of cala- 
mari—there are a lot of mundane 
day-to-day aspects included, such as tips 
for overland travel and fighting on frozen 
rivers, which may not have an immedi- 
ate and obvious use. 

In places, GURPS: Russia reads like a 
history book with timelines, descriptions 
of historical figures like Peter the Great, 
and details about important ideas in reli- 
gion and occupation; this is not 
necessarily a bad thing. These details are 
necessary to deliver the total picture on 

life during this place and time; however, thorough though it 
may be, what kind of game will require the stats for muzhiks 
(wandering peasant storytellers)? Thankfully, there is a chap- 
ter of adventure ideas provided for befuddled GMs that desire 
more than an education. 

This is the first product available from Steve Jackson Games’ 
new line of products available only directly from the company, 
and in accordance with this test case and small product niche, 
they've only printed 2,000 of these puppies. While | question 
their choice of subject, | cannot quibble with the results. They 
are thorough, detailed and even educational, but buyers should 
be well aware of the narrow focus of this book... and that the 
hammer and sickle are not included. & Brent Fishbaugh 


“A card game first... 
@ wargame a far 
tant second.” 


rating will be used for every round. Each player 
then plays Force cards from either the Allied side 
(escort) or the Germans (sink). After each player 
eo are cool. Big metal fish prowling the @ Geor | has played a card, the side with the most points 
ocean depths hunting for things to blow up have ea \ a (Allied or German) succeeds and the player who 
long captured the imaginations of history and war- ee \ played the highest card on the succeeding side 
fare buffs. This is the focus of Avalon Hill’s newest =a | scores the convoy’s victory points and points for 
non-collectible card game, Atlantic Storm. Unfortu- | each enemy card played in opposition. 
nately, this World War Il game is a card game first To spice up things, certain ships are keyed to cer- 
and a historical wargame a far distant second. tain convoys. If you manage to recreate a historical 
Designed for three to six players, you alternate play- battle by playing a convoy’s adversary, your Force card 
ing Force cards from your hand in an attempt to either sink (am counts double. Some Force cards have random val- 
or escort convoys of cargo ships. # ues; once everyone has played their card, you roll a 
Force cards represent things six-sided die to determine the card’s strength. 
Ieienkere Table talk is encouraged and you can make non- 
airplanes, _ binding pacts with players to support your side for future favors or 
battleships and __ to hinder the player who is currently winning. Unfortunately, there 
submarines and are some rounds where, due to card restrictions, you can’t do any- 
each has three rat- _ thing, forcing you to discard. Not fun. 
ings denoting Stripping away the paper-thin historical veneer, Atlantic Storm 
how strong itisin is basically a trumping card game with lots of chrome rules to make 
air, surface and it look like a wargame. That's fine if you’re looking for a fun, easy 
underwater com- _ card game, and there’s enough strategy to give it plenty of replay 
bat. The player value. But if you’re seeking something hugely innovative or want 
playing first gets to gain insight into the tactics of convoy pis you'll be di 
to choose which appointed. @ M.R. Goode 
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Gerrard's journal 


—_— a glimpse 
at Magic's 
_ latest set 


@ Yow much would you pay for the 
A { | ) actual captain’s log of the 
eg Weatherlight? Twenty bucks? A 
hundred? Your full set of Moxes? 

Well, how about getting it for free? 
Through the diligent work of our vast 
archaeology department, /nQuest has 

unearthed Gerrard’s official Weatherlight 
ship’s log. The following pages tell the 


story of Gerrard and his crew as they rescue 


Captain Sisay, retrieve the stolen Legacy 
artifacts and hightail it outta the plane of 
Rath in the nick of time. Mixed throughout 


the journal are hints concerning nearly two | 


dozen Exodus cards, so scan the pages 
carefully and wrack your noggin to see 
what's in store this summer for the latest 
Magic expansion... 


By the InQue: 
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Crossovers are cool. Okay, well not the Star 
Trek/X-Men stuff. That was just a really stupid 
idea. But with one company holding the 
rights to both the Star Wars and Star Trek 
CCGs, blending the two hottest sci-fi prop- 
erties seems like a natural fit. Of course, 


before Decipher could plunge into creating 
new cards, they’d need to come up with 
some new rules, like they do with each 
expansion. If they ever decide to give it a 
try, we've got a few thoughts on how to 
mix the two... 


is the Great Barrier the final frontier? Nah. That was cut 
out of Star Trek cannon for the same reasons you'll never see 
Wolverine on an episode of “Voyager.” Er, at least we hope 
not. Transported to a galaxy far, far away, Picard and company 
find a new frontier to explore—and a new enemy in the Empire. 
In the Star Wars CCG, the Federation has some very potent 
characters and starships, as well as quite a few new rules explain- 
ing how to integrate the Federation into your Light side deck: 
Federation: Federation characters are a new charac- 
ter type, and do not count as Rebels or Aliens. Federation 
characters may not participate in a battle you initiate unless 
you have a Leader or a character with ability > 3 also involved 
in the battle. 

Seong-Type Androids: These very rare droids have sev- 
eral special abilities. They are immune to Restraining Bolt and 


Whenever an interrupt, effect or device targets a Soong-Type 
Android, use its armor instead of its ability. Soong-Type Androids 
may never count as the “highest ability character.” 
Transporters: A group of characters moving to or 
from a starship equipped with a transporter may “beam 
up”—or “down”—for X Force. X = number of opponent's star- 
ships at same system. Beaming is an unlimited move. Whenever 
characters beam to or from a starship, that starship’s armor is 
reduced to 0 until the end of the turn. 


As a whole, Federation characters have some nice abilities. For 
one, most are as powerful as their Rebel counterparts, if not 
more so. Plus, cards like Scanning Crew and M’iiyoom Onith 
have no effect on Federation characters, since they aren’t Rebels 
or aliens. However, the Federation’s finest really shine when it 


purchase. They may, however, be stolen using other methods. | comes to their individual abilities. 


JEAN-LUC PICAI 


The captain of the U.S.5. Enterprise-D and -E and a victim of the Borg 
is an experienced traveler through space, time and even other 
dimensions. Picard’s strongest quality is his ability to lead. He 
always seems to get the best results from his crew.and keep them 
alive through every adventure. It only makes sense that he would 
protect your forces in a space battle, demonstrating his incredible 
head for strategy. : 

Though each crew member enhances the Enterprise, Picard 
truly makes it a juggernaut, second only to the Executor. When 
piloted by Jean-Luc alone, the Enterprise has a power of 8, four 
points of ability, and is immune to attrition < 4. His game text 
makes this the least amount of attrition you'll have to suffer, and 
give Vader and Tarkin one more destiny they'll want to cancel 
every battle. With Picard on the Enterprise and Captain Han in the 
Falcon, there are few places for the Empire to hide. 


LIEUTENANT 
COMMANDER DATA 


Look out IG-88, here comes the biggest droid to ever grace a Star 
Wars card. Not only is Data more powerful than the aforementioned 
assassin and bounty hunter, he’s the ultimate protection from char- 
acter weapons, and cards like Gravel Storm and Trample. Except 
for lightsabers, Data protects your characters almost completely 
from weapons like Boba Fett’s Blaster Rifle and greatly increases 
their odds against the dreaded Light Repeating Blaster Rifle. 

Unfortunately for Data, his protection doesn’t extend to himself. 
Being a droid presents its own set of problems for him too. Even 
though Data is immune to Restraining Bolt and purchase, he’s not 
immune to Look Sir, Droids, Trample or Gravel Storm. To keep 
these from being a problem, you could always play | Have A Bad 
Feeling About This, moving it to a more difficult target, made even 
more so by Data’s presence. 
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LIEUTENANT WORF 


After a few seasons of getting his ass whupped by practically every- 
one who set foot on the Enterprise, Worf wised up and learned 
how to put up a fight. Now he’s the one kicking ass and taking 
names. And his card is no different. Thanks to Worf’s security back- 
ground, he’s got incredible game text. Like Picard, he has a defen- 
sive ability and adds something special to the Enterprise. 

Unlike Picard—and more like Data—Worf's game text affects 
battles at his site. As a matter of fact, Data and Worf make a really 
hard-to-break combo. While Data protects your characters from 
weapons fire, Worf makes sure you never suffer attrition—that is 
as long as you have enough Security Personnel (Red Shirts) present. 


Travelin’ through warp ain't like dustin’ crops, but with Picard, 
Data and Worf on the bridge it’s a piece of cake. 


U.S.S. ENTERPRISE-D 


Flagship of the United Federation of Planets, the Enterprise is the 
best in its class. Like all Galaxy-class starships, it has immunity 
to attrition when piloted by Federation pilots, although it does 
have an extra point of protection. Likewise, its power is 5 instead 
of the usual 4. These differences are small compared to those 
that the right crew make. When fully manned by Picard, Riker, 
Data, Worf and Geordi it is power 13, armor 8 and hyperspeed 
7. All this and it’s immune to attrition < 7! And if someone you 
don’t want to fight ever attacks you, you can use 6 Force to 
cancel the battle. 
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if Emperor Palpatine discovered a 
gateway to another galaxy, one rife with 
interstellar conflict, do you think he would 
just sit back and watch? Heck no. As soon 
as the Empire found new territory avail- 
able for the taking, they'd pack several 
of their best officers into a Star Destroyer 
and send them out to do battle. Other 
than a slight miscue at Yavin, Grand Moff 
Tarkin and Darth Vader were a solid team, 
and the Dark side can always use the aid 
of a swine like Boba Fett. 

In the Star Trek CCG, each of these 
characters—as well as their ship—would 
surpass the power of most of the exist- 
ing Star Trek cards. Like the Federation 
crew joining the Light side, there are 
several rules governing the use of Impe- 
rials in the Alpha quadrant: 


fan WHE 


What can we say? Vader is THE man. He’s got one of the most powerful 
Star Wars cards, and his Star Trek card is no different. His skills are very 
impressive, and the download of his lightsaber means that some away 
team is going to get hurt. Badly. It lets him mortally wound an opponent 
in away team combat if his strength is higher than theirs, which means 
many personnel will fall before his blade. 

The most popular deck will most undoubtedly use Intermix Ratio 
with Vader to semi-safely counter your opponent's cards... Just don’t let 
them get rid of the Ratio or you'll lose! Another strong use of Vader is 
in an all-planet missions deck, along with Roga Danar, Zon and Bossk, 
to form a major groundpounding beat down. Though you may take a 
hit from Balancing Act, who cares? Nobody's going to mess with you 
planetside, and you can even start a Colony. Combine Darth Vader with 


Dark Anger and... Need we say more? 


OFFI 


Commanded the first Death Star to destroy 


Alderaan, then Yavin IV. 
with @ affiliation. 
reachery 


® Diplomacy 


s 
i 


Imperial: Imperial forces must 
attack any Rebel ships or personnel 
present at the same location. Battling 
Rebels does not cause Imperials to be 
‘stopped,’ but they may not battle again 
that turn. 

Bounty Hunters At the end of any 
battle at this personnel’s location, you 
may capture one opponent's personnel 
discarded during the battle. 

Alters Counts as Guramba. May probe 
to cancel an event. 


Senses Counts as Empathy. May 
probe to cancel an interrupt. [§: Inter- 
rupt canceled. 


é 


Controls Counts as Mindmeld. May 
probe to cancel a just played doorway. 
IB: Doorway canceled. You may probe 
until successful. For each probe, that 
opponent scores X bonus points. X = 
number of probes in the attempt. For 
example, if you attempt to cancel an 
event, after your first probe, your oppo- 
nent scores one bonus point. After the 
second, they score two additional points. 
If you probe six times, that’s 21 points! 

With these basic rules in place, the 
Empire can put forth some outrageous 
characters and ships, the likes of which 
even the battle-hardened Klingons may 
learn to fear. 


the Siti 
Knights. Bows only to the Emperor. 


‘with © affiliation. 


WYader's Lightsaber 


INTEGRITY (| CUNNING STRENGTH £4, 


e 


Let’s face it. This guy is just plain creepy. Still, if his Star Wars card wasn’t 
so good, people probably wouldn’t give him much thought. His Star 
Trek stats are generally average, but his special dilemma-canceling abil- 
ity can be very useful. He’s a good guy to have around when you 
come across a nasty dilemma such as Strict Dress Code. 

Also, Imperial spies allow you to use any espionage cards as your 
own. Many of the Romulan space missions are worth a lot of points, 
and speaking of points: With stats like Tarkin’s, it’s a wonder he 
doesn’t have green blood and pointed ears. 


ance! ane space only dilemma without bonus points, 


INTEGRITY §@l] CUNNING §J]@) STRENGTH 5 
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DEVASTATOR 


By far the largest ship introduced into the Star Trek CCG, this thing sure lives up 
to its name. This ship differs from the regular Star Destroyer in that it requires one 
less staffing icon, has one more power, and it possesses the TIE Support down- 
load icon. For those of you who haven’t seen it, TIE Support is an interrupt that 
adds 5 to the power of any Star Destroyer on which it’s played. Don’t forget to 
load up those astromechs, because there’s nothing better than their cumulative 
range bonuses—except perhaps adding on a Captain’s Log as well. 

It’s also worth noting that the mighty Star Destroyer is only the second ship 
that can come out of a Borg Ship attack undamaged without the aid of other cards. 


Darth Vader's flagship when he captured the 
Tantive lV above Tatooine. 


So be it... .Picard! The Dark 
side rocks in any universe. 


BOBA FETT 


Boba Fett is the biggest, baddest bounty hunter 
in any universe... Just don’t mention the Sarlaac. 
Boba’s exobiology means that he can help you get 
past the dreaded Coalescent Organism. His other 
skills are impressive, but his bounty hunting takes 
the cake—as well as your opponent's personnel. 
Boba Fett’s weapons are many, and their power is 
great. His rifle and wrist rockets add to power, while 
his turbo projected grappling hook allows him to cap- 
ture two personnel each turn. Interrogating prison- 
ers is so... old school. Instead of getting points for 
®Navigation their release, you can play bounties on personnel and 
receive points for their capture! gC) 


Most feared bounty hunter in his galaxy. Trus' 
no one but himself in all situations, Wears 
of the Mandelorian Guards, 


INTEGRITY 9§/] CUNNING J) STRENGTH 10, | 


Children are screaming. The streets are aflame. Fellow warriors 
lie dead at your feet. With a desperate lunge, you wedge your 
shoulder against the city gate and strain to keep the foul mon- 
ster out. 

One final, massive blow splinters the wood and sends you 


skittering across cobblestone. You look up to see the burning red 
eyes and metallic grin of a demon. 
The terminator has entered the city. 


Wouldn't that be cool? Everyone knows how to turn 
classic movie monsters into protagonists for their games. 
Vampires, werewolves, mummies, ghosts, yawn, yawn, 
yawn. But what about the new breed of deadly, science- 
fiction villains? Let’s look at how some modern movie 
monsters translate into the science-fiction, fantasy and 
horror worlds of your favorite RPG. 

Just remember: In roleplaying games, everyone 
can hear you scream. 


j t can’t be stopped. It can’t be reasoned 
with. A terminator has only one purpose: 

J to kill its target. In the movie 
“Terminator,” it took the shape of Arnold 
Schwarzenegger, but they can be built in any 
shape: a beautiful woman, an innocent child, 
a trusted friend. It is a mechanical messenger 
of death, and if you manage to survive an 
encounter with one, don’t relax. It will be back. 


What if a terminator isn’t a cyborg 
programmed for assassination, but a special 
terraforming machine dropped onto new plan- 
ets to clear debris and scan for habitable sites? 
Of course, that doesn’t mean the player 
characters (PCs) won't be visiting one of those 
planets when something goes wrong. Or 
maybe you prefer the straightforward T-800 
killing machine? Perhaps a terminator can 
download its memory into a computer, and 
upload it into any successive cyborg that plugs 
in. A terminator in contact with.a homicidal Al 
could theoretically take on an entire 21st.cen- 
tury city. 

INTASY: You say “cyborg,” | 

TERMINATOR STATS say “golem.” But not the nice kind, 

STAR WARS AD&D VAMPIRE devoted to protecting the help- 

TYPE: Badass Droid HD: 18 PHYSICAL: Str 9, Dex 4, Sim 8 less, no matter what “Terminator 

DEXTERITY:'2D, Blaster or Firearm 7D+1 © AC: 3 MENTAL: Per 4, Int 3, Wits 3 2” says. This is an unstoppable 

PERCEPTION: 3D THACO: 3 WILLPOWER: 8 assassin, probably created by a 

STRENGTH: 5D # ATTACKS: 3 HEALTH LEVELS: OK(x5), -1(x5), -2(x3), mad or evil mage in an attempt 

-5 (x4) to destroy a rival. In some legends, 

TECHNICAL: 2D DMG: 4-40 or by weapon type ATTACKS: Punch/10 dice, Kick/10 dice; a creature becomes indestructible 

ABILITIES: Alertness 4, Brawl 6, Drive 4, if its heart can be magically 

MOVE: 15 TCUIACcemietmm extracted and hidden: Regardless 

SIZE: 1.8 meters tall MV: 15 MOVE: Walk/Run 9/35 of how many hit points the fan- 

SCALE: Creature SZ: M (6'3") HEIGHT: 6’3” tasy terminator takes, it will always 

rebuild itself and return until the 

Special Abilities: Rangefinding. Telescopic vision. Infrared vision. Perfect voice mimicry. characters find and destroy its care- 

Special Defenses: Internal alloy skeleton cannot be damaged by bullets, normal steel weapons or fire; only intense pressures, (MMU Mecmecr (Coal 1ag 

magic, explosives, armor-piercing rounds or molten metal or lava can destroy it. It may be susceptible to other chemicals ot jim Z : 

gamemaster (GM) discretion. RRORs: Sometimes the 

Technocracy just has to take off 

the kid gloves. A terminator-style cyborg is the 

T-1000 perfect way to avoid Paradox while sending 

something satisfyingly powerful after your ene- 

mies. A terminator out to kill a vampire will 

certainly have sunlight flares, flamethrowers or 

crossbows to shoot big stakes from. An M-60. 

firing silver slugs makes an excellent sidearm 
for the terminator loaded for were-beasts. 


The T-1000 is an advanced version of the terminator, constructed of a “living metal” that can reshape itself 
into anything of the same mass: any humanoid, a stretch of floor, a car door, etc. Its body itself is a weapon, 
molding to fit iis owner's desires. The T-1000 completely regenerates damage done to it in one round up 
jo 20 percent of its original life. Even if completely blown into shards, it will eventually flow back together. 
Only extraordinarily hot molten metal—or perhaps similarly powerful magic—can permanently destroy 
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hese horrific insectile monstrosities have 

~ only one goal in life: to breed. As we are 

MB assured in the “Alien” series, the 
xenomorph life cycle goes something like this: “She'll 
breed. You'll die.” Larval forms of the xenomorph , 
hatch from eggs and seek out a warm-blooded mam- 
malian host, attacking the face long enough to 
deposit an embryo into the unfortunate victim’s 
digestive tract. The “facehugger” larva then dies, 
but within mere hours the embryo bursts free from 
its home in the digestive tract, killing its unwilling 
host. The “chest-burster” then finds a nice, dark cor- 
ner to grow up in. Within a few days, the xenomorph 

is full-grown and ready to run amuck. 


Ils As psychic beings, perhaps a planetful of 
xenomorphs achieves a mental gestalt, disrupting 
psionic powers all across a quadrant of space. What 
about a raid on a xenomorph city to rescue some 
enslaved mammalian hosts? Let the humans skulk 
around in the corners for a change. 


FE ’s The xenomorph is: 
obviously the product of some 
sort of malign magic, a dark god- XENOMORPH STATS 
PMCmCiMmccnieval STAR WARS AD&D VAMPIRE 
wrong. Xenomorphs take shapes [aMNWsa Iacono ca HD: 5 PHYSICAL: Str 4, Dex 5, Stm 5 
as adults reminiscent of their [RaAINIWea) AC 4 MENTAL: Per 4, Int 2, Wits 3 
hosts; what if the creatures incu- figaX@lail)( Dain THACO: 15 WILLPOWER: 8 
bated in centaurs? Gryphons? [RNIN Gan Wey, # ATTACKS: 1 HEALTH LEVELS: OK(x2), -1(x3), -3, -5 
Mighty paladins and wizards [RIIaNISaD) DMG: 2-20 ATTACKS: Bite/6 dice (aggr), Claw/3 dice; Abilities: Alertness 4, 
might stumble on the eggs of Brow! 4, Climbing 4, Intimidation 5, Stealth 4, Track 3 
the xenomorph planted by the fRIUAy MV: 12 MOVE: Walk/Swim 7/4 
forces of evil in a strategic bor- FINVAMAIECS SZ: H (6'+) HEIGHT: 6’ 5” 
ReaioniccoomcutelseiZenteke(cciam Special Attacks: Aliens never retreat or surrender, and fight using coordinated tactics. 
TSeCeRutiac(cere items Special Defenses: Armored chitin. Highly acidic blood damages opponents’ weapons, hands, etc. Immune to extremes 
their kingdom’s only defenses. of heat and cold, but not to fire or explosions. 
Special Abilities: Eyeless, “see” psychically by detecting fear, pain and hatred up to 300’. Can climb virtually any sur- 
te) :d:(e) -eccnemeieasie-tame face and even walk across ceilings. Communicate psychically in the radio spectrum. 
certainly incubate inside were- 
wolves, mages and changelings. 
Of course, a vampire might try to incubate alien 
embryos inside a ghoul, creating a race of xenomorphs A lg | E N QU EE N 
' blood bound to a vampire lord. Perhaps the aliens Even more fearsome than the standard drone, or warrior 
build up enough psychic force to break the vampire’s xenomorph, is the queen. Ruler and director of the hive, she 
hold and go wild in the city using vampiric disci- sends the drones out to capture hosts for her eggs that the 
plines. Call of Cthulhu keepers might decide that the race may thrive and expand. In game terms, she is roughly twice 
aliens are another Servitor Race to some unutterable as strong, tough and fast as the average drone. She is more 
alien Great Old One far out on the rim of the galaxy— cunning, and her psychic powers may also be stronger—such | 
until some cultist with more eldritch power than good as telepathy —if the GM wishes. The queen can also use her 
sense manages to open a gate to their planet. jail fo stab as a spearing-type attack. If found in her hive, she 
will be very difficult to spot as she blends into the secretions 
with which she coats the walls. 


STAR WARS 
ATTRIBUTE DICE: 13D 


YAUTJA WEAPON 


The predator also has a number of other weapons, especially a shoulder-mounted blaster 
cannon aimed and fired using the hunting mask and a luser targeting system. It auto- 


matically reloads itself when the clip empties. 
STAR WARS AD&D 
DAMAGE: 6D DMG: 4d10+2 
SHORT: 3-50 yds 
MEDIUM: 51-120 yds ROF: 3 
LONG: 121-300 yds #10 
WGT: 12 lbs 


CLIP: 10 
SPEED FACTOR: 2 


AD&D 
HD: 643 


DEXTERITY: 3D/5D AC 5 


KNOWLEDGE: 
PERCEPTION: 


STRENGTH: 3D/5D, TECHNICAL: 2D/4D 


MOVE: 10/12 


SIZE: 1.5-2.2 
Special Attacks: Gauntlets contain powerful blades. Telescoping spear has a head at either end; accelerates in flight if 
thrown. Razor-sharp throwing disk returns to thrower after striking, Sometimes uses a barbed alloy net to restrain prey. 

Special Defenses: Tough, resilient hide. Resistant to higher temperatures. 
Special Abilities: Sees by thermal vision, although its hunting mask allows it to see in any part of the electromagnetic spec- 
trum. Personal cloaking device refracts light, rendering the predator practically invisible. 


THACO: 13 
# ATTACKS: 2 


2D/5D, Search 8D+2 
20/4D 


MV: 12 


meters SZ: L (7’ tall) 


RANGE: 50/120/300 


YAUTJA STATS 


DMG: by weapon 


VAMPIRE 

DIFFICULTY: 8 (5 with mask) 
DAMAGE: 8 dice (aggr) 
RANGE: LOS 

RATE: 3 


VAMPIRE 

PHYSICAL: Str 4, Dex 4, Stm 6 
MENTAL: Per 4, Int 3, Wits 4 
WILLPOWER: 8 


HEALTH LEVELS: OK(x3), -1(x3), -2(x2) 

ATTACKS: Gauntlet/6 dice, Spear/8 dice, Hurled Disk/ 
5 dice; Abilities: Alertness 4, Brawl 6, Dodge 
3, Firearms4, Melee 6, Stealth 4, Track 6 


MOVE: 7 
HEIGHT: 7’ 


he Yautja are the greatest hunters in 
ws the universe. As we saw in the movie 

“Predator,” their entire culture is cen- 
tered on the ways of the hunter and they have 
an unquenchable thirst for fresh game. The 
Yautja also bring a lot of specialized equipment 
to kill their prey, especially their cloaking device, 
which refracts light and renders them invisible. 
They are killers with a code of honor: to put it 
one way, Lawful Evil. They ignore helpless or 
noncombatant targets, try to use only 
“appropriate” weaponry—no firearms unless 
their targets use them—and generally play by 
the rules of the game. Of course, these preda- 
tors always play to win “the most dangerous 
game”; they are what hunts the hunter. 


$€l-Fls The human Star Empire would like to 
make the Yautja their allies against some other 
race, but to gain the Yautja’s respect, the char- 
acters must win a hunting contest and bag 
some even more fearsome alien—or die trying. 


FANTASY: The Yautja’s equipment is magi- 
cal: cloak of invisibility, enchanted spear and 
daggers, bracers of fireball throwing, helm of 
accurate targeting, etc. Perhaps the predator is 
only one supremely gifted, and quite insane, 
hunter gathering trophies from the most pow- 
erful mages in the land. Now there’s a bounty 
on his head, and since one of our heroes is a 
powerful mage... Or the Yautja could be a 
humanoid race on an island far across the seas 
which has finally discovered oceangoing ships. 
Suddenly, these hunters are turning up all over, 
killing all.the dragons and spoiling everything 
for everyone else. 


HORROR: If the Yautja land in 
the World of Darkness, they'll cer- 
tainly want to go after the really 
big game: vampires and were- 
wolves. In other horror games, 
the predator might be a spirit of 
the hunt conjured up by tribal 
elders or a secret society with a 
grudge. Perhaps the Old Man of 
the Mountains, the legendary 
founder of the Assassins, left 
behind a small cult called the 
Yautja which has just decided that 
it needs no more training. 
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elow the desert sands of Perfection Valley, Nev., lives a 
B colony of giant burrowing worms with a taste for human 
. flesh and an uncanny ability to sense vibrations. Until the 
events captured in the classic B-horror movie “Tremors,” nobody 
knew about them. Now, they've spread throughout the North and 
South America, following the sound of drill bits to isolated oilfields 
and devouring anyone unfortunate enough to cause vibrations they 
sense while hunting. Christened “graboids” by their first human foes, 
these giant worms knock down houses, grabbing unlucky folk out of 
the rubble with their tentacles and stuffing them down their gullet. 
They can drag cars and whole cattle underground, resist small arms 
fire and play havoc with any network of roads. Only the tops of 
buildings offer some small measure of safety... and even that can be 
toppled by their massive power. 


MUTANT GRABOIDS 


In “Tremors 2: Aftershocks,” a smaller, livelier graboid legs 
was apparently given birth to by the large worms; this bi-pedal 
mini-graboid attacked human beings, automobile engines, 
etc.—attracted by the heat they emitted. Other variants of 
the graboid might be attracted to smell, various chemical 
signatures (like dead bodies or PCBs), magic (magic items, 
Quintessence or the Force itself), magnetic or electrical fields 
(such as power lines) or even “cognition” (people, comput- 
ers and droids). 


el 


SCI-Fiz Whole areas of the country might be made uninhabitable 

by the graboids in a post-holocaust sci-fi game and they could roam 

across the ruins of Las Vegas like sandworms out of Dune. A futuristic 

mining company, hunting down ore-rich asteroids, might use the 

graboids as “giant digging machines” to carve up these chunks of 
. rock. Unfortunately, the PCs might be left to die on one of these rocks 
by their nemesis. Graboids make perfectly good alien monsters for 
any spacefaring campaign, especially on a colony world where all 
travel is by slow-crawling halftracks. 


FANTASY: The folks in a fantasy campaign who really hate the 
graboids are the dwarves, of course. Tunnel complex after tun- 
nel complex falls to the graboid infestation, and the Mountain 
King is pissed. Are the mind flayers or some other subter- 
ranean superpower sending the graboids after the dwarf 
lords in their halls of stone? Why stop there? The fortress 
city of Sansgrath is the protective bastion of the land, the 
strongest city-state for thousands of miles, its walls impreg- 
nable from attack—until their diabolic neighbors unleash 
- the graboids on them. 


HORROR: Graboids seem like a cross between the 
Cthonians from Call of Cthulhu and the Mojave rattlers from 
Deadlands. In either game, they can accompany their spiri- 
tual cousins on their campaigns of malevolence. A graboid 
origin.in the nuclear tests of the 1950s makes them pretty 
convincing creatures of the Wyrm, suitable for any ambi- 
tious werewolves to battle. 


GRABOID STATS 
STAR WARS AD&D VAMPIRE 

TYPE: Burrowing worms HD: 15 PHYSICAL: Str 8, Dex 3, Stm 6 

DEXTERITY: 2D AG 2 MENTAL: Per 2, Int 1, Wits 3 

PERCEPTION: 1D, Vibration Sense 3D+1 THACO: 5 WILLPOWER: 5 

STRENGTH: 5D, Tentacle Grab/Bite: STR+2D — # ATTACKS: 2 HEALTH LEVELS: OK(x3), -1(x5), -3, -5 

MOVE: 11 DMG: 2-24/2-20 ATTACKS: Bite/8 dice, Tentacle Grab/5 dice 

SIZE: 7-30 meters long MV: 12, Br 20 ABILITIES: Alertness 3, Brawl 4, Stealth 3, Undermine 6 


SCALE: Creature SZ: H/G (20-90') MOVE: Crawl/Burrow 10/15 
Special Attacks: Burrow beneath buildings to destroy them. 

Special Defenses: Armored carapace; interior of mouth is only main weak point. 

Special Abilities: Graboids can sense vibrations through the earth. 


BRAIN FOOD 
FOR KOTHOGA 


The kothoga has a desperate need 
for human hypothalamus glands, 
located in the brain; it must devour 
a human brain every three hours or 
lose 10 percent of its life. Devour- 
ing human brains restores the lost 
life. At the GM's discretion, other 
humanoids—like elves or 
dwarves—may have a hypothala- 
mus that poison, supercharge or have 
no effect on kothoga. If the GM is 
feeling horribly sadistic, kothoga may 
he able fo diablerize a vampire by 
feeding on his brain. 


PERCEPTION: 2D 
STRENGTH: 4D+2 
CLAWS: STR+2D 
MOVE: 15 


SIZE: 6.5 meters long 
SCALE: Creature 
Special Attacks: Powerful mandibles can tear flesh easily; barbs make escape difficult once a victim is grabbed. 

Special Defenses: Regenerates damage by consuming human hypothalamus glands or a special fungus extract consisting of 
human hormones. Thick, leathery hide armor. 

Special Abilities: Leap up to 50’ straight up or backward, or 70’ forward. Can climb any irregular surface. 


STAR WARS 
TYPE: Mutant predator 
DEXTERITY: 2D+1, Climb/Jump 4D 


ime he kothoga, which nearly decapitated every member of the 
ie 


' cream of Chicago society in “The Relic,” is a chimera of frog, 

Hi lizard, insect and human DNA, created when an animal—or 
human—ingests a fungus found in the Brazilian jungle which consists of 
super-concentrated human hormones. A kothoga is a thing out of a 
nightmare, joined of every kind of poisonous creature and given human 
cunning and preternatural ferocity. Its only weakness: It needs human 
hypothalamus glands to survive. Intended to protect the tribe against 
invaders, when it’s killed every available human—such as enemies of the 
tribe—it dies. Isn’t that comforting? 


SCl-Flz Explorers stumble upon these beasts in the midst of colonizing 
a new world. When the delicate ecosystem is unbalanced by the colonists’ 
new technology, kothoga food sources dry up, and their bellies lead them 
to the humans. Aliens could also deliberately release kothoga on Earth to 
clear off some real estate for their own colonization. 


FANTASY: Using the kothoga as just another monster in the big dun- 
geon on the edge of town is a waste of potential. Perhaps he’s a magical 
defense created by the elves against humans cutting down their sacred 
groves. A fantasy kothoga might have magical defenses or attacks—if the 
recipe calls for elf, dragon and rust monster blood mixed with the fungus, 
for instance. A kothoga with infravision, lightning breath and the ability 
to dissolve armor would keep the humans at a distance for a while. 


HORROR: Surely the names “Kothoga” and “Cthugha” (the fiery Great 


Old One in Call of Cthulhu) are not just coincidence. Cthugha has long 


needed a servitor besides the fire vampires; perhaps this is the first in a 
series. In any horror game, the kothoga makes a perfect “natives’ revenge” 
against anyone who crosses them, such as the PCs or their friends—or just 
someone in the same building. In the World of Darkness, the kothoga might 
be a creature of the Wyrm, created by Pentex genetic engineers, but wouldn't 
it make that Werewolf game more interesting if the kothogas are Gaia’s new 
protector? Finally, something more brutal than the lupines. 


Kenneth Hite will fight any man who thinks “Tremors” isn’t the 
greatest movie mentioned in this article. Unless he’s really big or 
something; then he'll just feed him to the graboids. 


KOTHOGA STATS 

AD&D VAMPIRE 

HD: 9+1 PHYSICAL: Str 7, Dex 4, Stm 4 

AG 5 MENTAL: Per 3, Int 2, Wits 3 

- THACO: 10 WILLPOWER: 8 

# ATTACKS: 2 HEALTH LEVELS: OK(x3), -1(x4), -3(x2), -5 

DMG: 2-16/2-16 ATTACKS: Claw/7 dice, Tail Swipe/5 dice, Bite/7 dice 

MV: 15 ABILITIES: Alertness 3, Athletics 4, Brawl 3, Dodge 3, 
Stealth 3, Track 4 


SZ: H (20 long) MOVE: Walk/Run 10/35 


found only i in Gee i 
n speedy blue cards Ae 

Combine fast, effective cards like Spindrift Drake are Unstable 

Mutation with the quick firepower of red and you've got the 

closest thing you'll get to purple. 

The speed of this deck starts with the creatures; the corner- 
stone card is the aforementioned Spindrift Drake. For only one blue 
mana you get a 2/1 flying creature. Sure, you've gotta pay a blue 
mana during your upkeep to keep it around, but it’s well worth 
it. To improve your odds of getting a first-turn creature, there are 
also four Mogg Fanatics. Unless your opponent wastes a coun- 
terspell on these self-sacrificing dudes, they're guaranteed to hit 
your opponent for at least a point of damage each. 

Once you've got one of these puppies out, they’re both prime 
targets for Unstable Mutation. If your opponent doesn’t have suit- 
able blockers, don’t hesitate to get the damage rolling. The 
Mutations aren’t in the deck so you can display your tactical genius. 

Six more useful creatures round out the roster—two each of 
Mogg Maniac, Man-o’-War and Ophidian. Like the Fanatics, the 
Maniacs will usually get their licks in, even if it’s a suicide attack 
where your opponent will take damage even if he blocks. Players 
relying on the likes of Earthquakes and Incinerates to off your 
creatures will get some of it served back in their face. 

The Man-o’-Wars and Ophidians are all about that catch phrase 
of the ‘90s—“card advantage.” The Man-o’-Wars clear the way for 
your Unstable creatures, as well as forcing your opponent to waste 
a turn by recasting his creature. If you’ve got a counterspell, said 
creature may not see the light of day again. Given the option 
between doing a point of damage and drawing a card with an 

unblocked Ophidian, you should almost always choose the 
card—unless, of course, your opponent is at one life... 


KILD, KILL, KILL 


BLUE GREATURES BLUE SPELLS 
2 Man-o’-War 1 Ancestral Knowledge 4 Mogg Fanatic 
2 Ophidian 4 Counterspell 2 Mogg Maniac 
4 Spindrift Drake 2 Hesitation 
2 Impulse RED SPELLS 
1 Goblin 


2 Mana Leak 
2 Reins of Power Bombardment 
4 Unstable Mutation 4 Incinerate 


2 Whispers of the 


Muse 
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RED GREATURES 


“Aw e’mon. Kill me, an’ then you can turn to evil!” 


Speaking of card advantage, being able to maximize the use 
of your cards in play kind of counts as an advantage, which is the 
main reason why the Goblin Bombardment is in the deck. More 
than likely, your opponent will be able to off several of your crea- 
tures. If you can happen to nail him for a few points of damage 
before the creatures go down—or even kill one or two of his crea- 
tures, so much the better. 

However, the Bombardment becomes especially potent when 
used in conjunction with Reins of Power. After stealing your 
opponent's creatures and attacking or using their special abilities, 
you can chuck them at your opponent with the Bombardment, 
causing more damage and leaving him with no creatures. If it’s 
tactically sound, you also might want to consider sacrificing all 
of your creatures before you make the switch, ensuring that your 
opponent has no defenders. 

If this option comes into play, there are two critical consider- 
ations you must make: First, if your opponent is playing with any 
blue, give your opponent his opportunity to counter the Reins 
before sacrificing your creatures. Second, consider the amount of 


LANDS 

4 City of Brass 
12 Island 

T Mountain 


idemark of Wizards of the Coast Inc. 


Magic: The Gathering is a re 


. Spirit Guides for all your mana wouldn't have worked out too well. 
With so Many instants, you've got a little bit of everything, 
a the beauty is that you can cast all of your spells whenever 
“By 2028 Michael Jackson had 0 one “ many plastic surgery procedures and his moon _ you want. Need offense? King Cheetahs and Benalish Knights can. 
oa pee ae at oS ee deliver consistent punch. Or try taking your opponent's creatures 
cards you and your opponent hore in hand: if your opponent has with Reins of Power, Ray of Command or Jabar''s Influence. 
several cards and you don’t, trashing your creatures in play could There’s also plenty of defense, including Honorable Passage, 
cost you the game in the long run. : i Invulnerability and Reverse Damage. And since all the spells in 
The key to winning with this deck is quickly taking the advan. ___this deck can be cast at any time, the deck is laden with com- 
tage and then keeping it. Once you have the edge, Hesitation is the bos. Gare to Fling a Tidal Wave? 
card that will help you keep it. As long as you have a better spread So give this deck a try, ‘cause we guarantee—yourre gonna 
of creatures in play than your opponent, playing Hesitation is to your love it in an instant. 


a a 


benefit. If nobody has any creatures in play, you'll probably want : Wi Instant Jefi Hannes {just add water) 

to put one into play anyway...this deck kicks if you can get several BLUE WHITE 

land out. Just make sure your opponent isn’t playing with a larger 1 Capsize 4 Benalish Knight 

deck than you, or you'll be forced to waste a spell (or deck yourself). 1 impulse 9 Disenchant 
Basically, if the board is even or if you have the edge, play 1Mystical Tutor = -—=*t Eye for an Eye 

Hesitation. No subtle strategies here—your goal is to make your 9 Reins of Power 4 Honorable Passage 

opponent waste a spell or die at the hands of the creatures you have 9 Ray of Command { Invulnerability 

in play. However, be careful if you have an Unstable Mutation in 9 Tidal Wave 1 Jabari’s Influence 

play—eventually, it (and the creature it’s on) will go away. {Whispers of the Muse 1 Reverse Damage 
Traditional blue mages like to have some regular countering 

ability at their disposal. No problem. With four Counterspells and GREEN LAND 

two Mana Leaks, you should be able to handle most major threats. 1 Constant Mists 1 Adarkar Wastes 

Especially watch out for mass-destruction spells like Armageddon 4 King Cheetah 2 Brushland 

and Wrath of God—they can be the bane of this deck. Traditional 3 Gemstone Mine 

red mages like to have firepower—so you've got four Incinerates RED 5 Island 

at your disposal. These can also be used in conjunction with the 1 Blood Lust 2 Karplusan Forest 

2 Cinder Cloud 5 Mountain 


Mogg Fanatics or Goblin Bombardment to kill larger creatures. 


Of course, all this is for naught if you don’t draw the cards you 1 Hing s 5 Plains a 
need. Whispers of the Muse and Impulse let you filter through 4 incinerate : 1 Reflecting Pool 
2 Lightning Blast 


your deck, and the Whispers gives you a card-drawing engine if 
the duel lasts for a while. Ancestral Knowledge has many uses, but 
perhaps the most important is the ability to sift excess land out 
of your deck. Unless your opponent is playing land destruction, 
take advantage of this opportunity to thin your deck. 

The sideboard is straightforward. Two extra Mana Leaks give 
you extra protection against mass-destruction spells and two 
Pyroblasts help you go head-to-head with blue mages. Against 
creature-heavy decks stock an extra Reins of Power and more 
creature-elimination, insert the Disenchants if you're facing a 
gimmick deck and pile in the Wastelands if your opponent is 
playing a four- or five-color deck. 

There are multiple ways to play this deck, and there will come 
some times when you have to make strategic decisions, but it’s 
really all about piling on the damage as soon as possible. Because, 
hey, if you say you're playing purple, you want to be sure you can 
kick your opponent’s butt. 2 


Following in the footsteps of Donny Osmond and Prince, Jeff 
wears purple socks to work every day. 


OF THE BEST IN 


BY STEVE ZAMBORSKY — 


rsena. 3 latest expansion for the BaitleTech TCG, has lots 
be 4 types of cards that you pilots are just itchin’ to 

try out. You've got your new Clan Battle Armors, Legacies 
from the Inner Sphere flying everywhere, even some Trials to 
settle when two clans tangle. Me, | like machinery—big, heavy, 
rumbling machinery that reminds me of ridin’ on the tractor on 
my uncle’s farm in lowa...but ll save that for another article. 

For now, let’s talk about vehicles. Arsenal has got ‘em, and 
they’re generally more pumped-up attack-wise than their mech 
counterparts—if you're willing to take the gamble. You see, if a 
vehicle is ever damaged, you must roll a die; on a roll of six, the 
vehicle is scrapped. You're probably thinking, “Why would | take 
my chances on some fame vehicles that have an almost 17 per- 
cent chance of being scrapped if a piece of shrapnel blows their 
way?” Well, press on, elite mechwarrior. You'll get your answer 
soon enough. 

See, most vehicles have better stats than mechs of an equiv- 
alent cost. This deck exploits vehicles to the max, giving your 
opponent some pretty nasty fits along the way. Also, vehicles 
aren’t affected by any cards that say “target mech” on them. 
No Communications Failure, no Heavy Fog, no Dropship Inter- 
cept, and hey—Misrouted Command this! You can’t be touched 
by any cards that say, “Choose an opposing mech, yada yada 
yada...” Most of the cards currently in the game target only 
mechs, including ones beneficial to your robotic army. Notice | 
say, “mostly.” This Inner Sphere deck is designed to exploit all 
the bonuses you can get from vehicles and it gives you a couple 
of nasty combos to ponder. 

Let’s take a look at the vehicles in the deck first. Both Cyrano 
and Cavalry are low cost, fast vehicles that have the VTOL trait. 
This makes their attacks virtually unblockable; patrolling mechs 
and vehicles without VTOL can’t block ‘em. Now, you know that 
if a mech or vehicle is guarding your opponent's stockpile, he’d 
be able to block, right? This forces your opponent to guard his 


2 Vehicle Repair Barn 


GO INQUEST 39 


“Rt Albert 3058: Mush Mouth takes Manhattan. ei 


GENTLEMEN, START YOUR ENGINES! 


OURNAMENT-LEVEL DEC 


stockpile, giving him one less mech with which he can nvatiack 
you. But wait, it gets better! 

There’s a new nasty little command card called Suicide Troops; 
there are six in this deck, if you haven’t looked yet. This enhance- 
ment only attaches to a vehicle; if that vehicle attacks unblocked, 
put a “guerrilla counter” on the site you attacked. During your 
opponent's repair/reload phase, for each “guerrilla counter” on 
each site, Suicide Troops deals two damage to that site. Your 
opponent can lose the counters by tapping mechs and vehicles 
equal to the number of counters he wants to get rid of and scrap- 
ping twice as many cards. It’s a win-win situation for you! Your 
opponent will either have to scrap cards each turn or let down 
his defenses and scrap a bunch at once. 

The other major attacking vehicles are the Ontos LRM Vari- 
ants and Pumas. While not really heavy-hitters in the offense 
department, they’ve got decent armor and structure values—and 
three missiles each! The Ontos gives you a three-missile vehicle 
for a base cost of two. That’s why the NAIS are in the deck, by 
the way—not to smash up your own vehicles whenever you 
feel like it. For even more firepower, enhance one of the rocket 


VEHICLES COMMAND GARDS SIDEBOARD 
6 Cavalry 2 Assembly 5 Misrouted Commands 
4 Cyrano 3 Ferro-Fibrous Upgrade 3 Underworld Connections 
3 Demolisher 6 Hot-Loaded LRM 
3 Magi 6 Logistics 
4 Ontos LRM Variant 2 NAIS SUBSTITUTIONS 
4 Puma 6 Suicide Troops aw 
5 Toshi ‘Cyrano Bulldog — 
4 Think Tank | Ontos LRM Variant - = Bulldog LRM Variant 


Puma = Ontos-3058 


Magi 


—— Demon — 
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Saw fast oe t They’ re e after our f yi!” 


launchers with Hot- Loaded LRMS. This oahaneario s gives 
a mech or vehicle with the missile option +X attack, with 
“X" being the number of missiles it can fire. The downside 
is that it can be more easily scrapped; however, in this deck, 
scrap metal is what you're after. Go through vehicles like you 
would aluminum cans. Vehicles aren’t meant to stay around; 
they’re meant to run over everything in their paths. 

Rounding out your assortment of vehicles are two types 
that will add to your defenses—the Magi and the Demolish- 
ers. The Magi don’t really pack a punch with their 1 attack; 
but for a base cost of 1, they've still got 2 armor and 7 struc- 
ture to keep your stockpile well-guarded. The Demolishers 
hit a little harder. For a base 3, they’ve got a 2 attack, 3 armor 
and 5 structure, and they can Alpha Strike for +4 attack. With 
Demolishers and Magi guarding your stockpile, your oppo- 
nent doesn’t stand a chance of getting through your defenses 
early in the game. 

A couple of other cards from Arsenal round out the 
assault. Ferro-Fibrous Upgrade is an enhancement that basi- 
cally makes all your vehicles more difficult to kill; if the 
enhanced vehicle receives damage, you can prevent up to 
three damage to that vehicle and scrap the Ferro-Fibrous 
Upgrade instead. It’s great for protecting your little VTOL 
vehicles like Cyrano and Cavalry. 

Also, don’t overlook a handy resource card called Vehicle 
Repair Barn. Yes, not only can you tap it for resources, but 
you can also tap it to repair one point of structure damage to 
each of your Vehicles. If you’ve got both of your Barns out, your 
opponent better pray for methods besides mere damage to 
deal with your mean machines. 

Included in the sideboard is a special combo for your hap- 
less opponent that | like to call, “Going Nowhere Fast.” If your 
opponent is only playing with mechs and no vehicles, sub in 
all eight of these cards. Misrouted Command is a staple in lots 
of solid BattleTech decks. With Underworld Connections, your 
opponent will never be able to use his mechs again—unless you 
let him. Simply Misroute the mech that’s giving you the most 
trouble and use Underworld Connections to keep that mech 
replete with diversion counters ad infinitum. Don’t forget to 
use a Think Tank for Politics when you get one, though. 

So listen up, rookie. You’ve got what you need now to 
run over your opponents full steam. Grab your keys, fire up 
those engines and start driving! aC) 


Steve Zamborsky can’t wait for the new BattleTech expan- 
sion Oblong Objects so he can pilot his 1975 Beetle BTL-1 
to victory. 


Brsoral brings u us one of the most patent ‘combo cards in ithe 


game—lormano Liao. This personality can tap or untap a 
command card during your mission phase. Big deal? You het it 
is. There are so many command cards that tap when they work 
for you in the game, it’s not even funny. It especially won't be funny — 


_ to your opponent when you bring ol’ Tormano into play. 


The uses of being able to untap a command card are many. 


_ You've got a mercenary out, but he'll only work for you once a turn? 


Tormano will convince him to work for you again next mission. Or 
maybe Tormano feels like putting a major hurt on one of your 
opponent's cards which is currently under construction. Tap your 
Nekekami Sabotage for the five damage, use Tormano to untap and 
repeat. With Adam Steiner, you can untap two of your mechs each 
turn, or get Tormano to help with the Airdropped Supplies. 
Here’s one of my favorites: You've got a Time Bomb ticking 
away for your opponent. You can use Underworld Connections 
to add another counter to the Bomb, then use your Connections 
again thanks to Tormano. It looks like time is running out for your 
opponent! Or just go for simply getting the most out of mission- 


” helping cards like Doc Trevena or Jump Troops; with Tormano 
- you use them for more than one mission. 


Of course, it’s enough that Tormano can do all these things, 


but that’s just one aspect of his ability. He can also tap any 
_ command card in play. Even though he can only de this during 
" your missions phase, it’s still a handy ability. Your opponent 
"can say “bye-bye” to the mercenary he just bought to protect 


himself; Tormano paid him off. 

There are dozens of possibilities, and with each new expansion— 
and more command cards that can be tapped during the missions 
phase—Tormano is sure to become even better. i Steve Zamborsky 


| he? may hove teken 
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YOU CAN’T WIN. 


Despite your best efforts, Eugene 1. Dudley, the worst 
Magic player in the world, is struggling at the end of a gru- 


completely tapped out, facing a Stasis and a Kismet. Even 


course, Eugene realizes that all he really has to do is untap 
all of his permanents and the game is hix—at a paltry 6 
life, Steve would quickly die before his onslaught. A bit puz- 
zled, Eugene has asked you to help him. The goal? Have 
all of Eugene’s permanents untapped at the same 
time at some point during his turn. 


KEEP IN MIND THE FOLLOWING: 


@ It’s the beginning of your furn. 

© Steve is only at 6 life, so you might just pull this one out 
for Eugene. 

© Eugene is at 20 life and a bit cocky about it. 

© You have no cards in either your library or graveyard. 

© All lands, creatures, and artifacts in play—including 
Steve’s—are tapped. 

© All you have to do is make sure all of your permanents 
are untapped at the same time at any point in the turn. 


2. Tap the Tradewind Rider and two token creatures fo return 
the Takklemaggot to Turkey’s hand, (You have 21 creatures 
in play.) 

3. Tap the Bottomless Vault for five black mana and the two 
Urza’s Towers for six colorless mana. Cast Carrion and sac- 
tifice the Sliver Queen. (27 creatures.) 

4, Activate the Basium Strip. 

5. Cast Carrion from your graveyard and sacrifice the Pheldda- 
grif. (30 creatures.) 

~ 6. Pay the Tombstone Stairwell’s upkeep. (32 creatures.) 

7. Drow the Mountain and put it into play. 


THIS MONTH’S DIFFICULTY RATING: 


AST MONTH’S “TOKEN MANIA” SOLUTION: 


1. Untap the Bottomless Vault. 8. Tap all but one of your lands (the Forest or Outpost) for 14 


LAND 


Snow-covered Forest x2 
Snow-covered Island 
Snow-covered Swamp x2 


eling match. His opponent, Steve “Slowpoke” Sluman, Valrath’s Stronghold 
has been playing a Stasis deck fo perfection—enough so CARDS IN PLAY 
that despite Eugene’s best efforts, he finds himself Balduvian Conjurer 


City of Solitude 


Crypt Rats 
worse, our hero’s library and graveyard are completely Elder Druid 
empty, so he is looking at yet another discouraging defeat __ Forbidden Crypt 
despite still being at full life inantes athe aes 

P g : Intruder Alarm 
For a conventional player, this would be a worry. Of Oath of Lim-Dal 


Orcish Lumberjack 
Quirion Ranger 
Thelonite Monk 

Wall of Roots 


CARDS IN HAND 


Boomerang 
Circling Vultures 
Elvish Spirit Guide 
Psychic Purge 
Snow-covered Island 
Spinning Darkness 
Twiddle 


“Mail in your step-by-step solution to: 
DEAD MAN’S HAND: ; 

TAPPED OUT 

C/O INQUEST i 

PO BOX 118 CONGERS NY 10920-0118 
The winner, randomly chosen from all correct 
entries, will snag a box of Stronghold. All 
entries must be postmarked no later than 
June 26, 1998. é 


mana. (Sacrifice the Dwarven Hold for two red mana.) 


9. Cast Sarcomancy fo create a 2/2 Zombie. (33 creatures.) 


10. Cast Lab Rats to create a Rat token. (34 creatures.) 

11. Using the still-active Basium Strip, cast Lab Rats to create 
another Rat. (35 creatures.) 

12. Adivate the Spike Breeder to create a 1/1 green token. (36 
creatures.) 

13. Sacrifice the Prism token for red mano. (35 creatures.) 

14. Cast Mogg Infestation on yourself. (70 creatures, all tokens.) 

15. Use the still-active Basium strip to cast Mogg Infestation 
again, giving a whopping total of 140 token creatures. 
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Q: If a Volrath’s Laboratory puts a second 
Legend token into play, will the newly- 
created token go to the graveyard? 
—Joseph Maddison, Minneapolis, Minn. 
A: Yes. The name of the tokens created by 
a Volrath’s Laboratory is the same as their 
type, so they are subject to legendary burial. 


Q: | have a Vodalian Illusionist in play and 
| use Shallow Grave to bring a Scaled 
Wurm into play. Can | attack, and then 
phase the Wurm out so it won't be 
removed from the game? 

—kKevin Lambert, Phoenix, Ariz. 
A: Yes, since the Wurm won't be in play 
when the Shallow Grave tries to remove 
from the game at the end of the turn. The 
Shallow Grave won't affect the creature 
after the first turn, so the Wurm is per- 
manently in play. 


Q: Can | sacrifice an Island to my Abjure? 
—Keith A Morris, Linden, N.C. 

A: No. Even though they produce colored 

mana, lands themselves are colorless. 


Q: | play a Krakilin, setting X equal to 
eight, while a Humility is in play. Is ita 
1/1 or a 9/9? 

—Andey Culpepper, Dundee, N.Y. 
A: When you're calculating the power and 
toughness of a creature, you must apply 
counters before other effects. The net result 
is that the Krakilin becomes a 1/1. 


_-= My opponent has Oream Halls in play. 

if | discard a Guerrilla Tactics to play a 

Shivan Dragon, do | get to deal four damage 
) a target? 

—Benton Sartore, Grand Rapids, Mich. 
/\<: No. The Dream Halls simply provides an 
alternative way to pay the casting cost of 
the Shivan, The Tactics won't see the dis- 
card as caused by an ability controlled by 
your opponent, and thus will not trigger. 


Q: If | use a Sorceress Queen on a creature 
with some +1/+1 counters on it, will the 
counters be added on to the Sorceress 
Queen’s 0/2 effect? 

—Craig Churchill, Mount Pearl, Canada 
A: No. Since the counters are applied before 
the normal effect, the creature will be 0/2. 


Q: If | cast Mana Chains on my opponent's 
creature and he does not pay the upkeep, 
can | respond by casting Enchantment 
Alteration to switch the Mana Chains to 
another one of his creatures? 

—Chris Stewart, Tawas City, Mich. 
A: Yes. The original creature will be 


sacrificed, and the new creature’s con- 
troller will have to deal with a cumulative 
upkeep of one this upkeep. 


Q: When Thran Forge makes my crea- 
tures into artifact creatures, do they lose 
their colors? 

—Thomas K. Schrader, Oswego, N.Y. 


A: They retain their colors, since Thran 
Forge does not change creatures 
to colorless. 


Q: Can | sacrifice a Badlands to my Rathi 
Dragon? How about a Sulfurous Springs? 
—Trevor Graham Schechter, New York, N.Y. 
A: Badlands, which says that it counts as 
a mountain, can be sacrificed to the Rathi 
Dragon. Sulfurous Springs, however, does 
not count as a mountain, and therefore 
cannot be used to pay the coming-into- 
play cost of the Dragon. 


Q: Golgothian Sylex destroys all cards from 
the Antiquities expansion. Will this destroy 
an lvory Tower reprinted in Revised? 

—Adam Parker, Minneapolis, Minn. 
A: No. Cards like Golgothian Sylex only 
destroy cards with the appropriate 
expansion symbol on them. This does 
include Chronicles cards, however, since 
they too have expansion symbols from 
their original sets. 


Q: If a Krakilin is brought into play using 
an Animate Dead, what is its toughness? 

—Michael D. Hicks, Nederland, Texas 
A: Its toughness will be zero. Since it’s not 


jrademark of Wizards of the Const. Doomtown ™ & © Five Rings Publishing. 
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being cast, the X is considered to be zero, 
and it won’t come into play with any 
+1/+1 counters. 


Q: When the last counter is removed from 
a spell that’s been delayed by Ertai’s Med- 
dling, can | attempt to counter it again? 

—Michael Beardeu, Paragould, Ariz. 
A: No. The spell will resolve as soon as the 
last counter is removed. 


Q: If my creature is blocked by my 
opponent's creature, and | cast Ray of 
Command on my opponent's creature, 
will they still deal damage to each other? 

—wWestley Bennett, Norfolk, Va. 
A. No. If a creature changes controllers, it’s 
removed from combat. Your attacking 
creature is still considered blocked and 
won't deal damage to your opponent 
unless it has trample. 


Q: All of the cards in my graveyard are 
green, as are all the cards in my library, 
including a Gaea’s Blessing. If my 
opponent uses a Grindstone on me, 
what happens? 

—Jerred Chate; Keller, Texas 
A: The Grindstone’s ability must finish 
resolving before the Gaea’s Blessing can 
take effect. Your entire library will be put 
into your graveyard, and then the Gaea’s 
Blessing will shuffle your graveyard back 
into your library. 


Q: I'm attacking with an Elven Warhounds, 
and my opponent blocks with a Dream 
Fighter. Will the Fighter be put on top of 
the library or will it phase out first? 
—Nick Steidl, Dallas, Pa. 
A: The player who is taking his turn plays 
his triggered ability first, putting the Dream 
Fighter on top of the library. Then, the 
other player’s triggered ability is played, 
phasing out the Elven Warhounds. 


Q: Can | use Deflection to make Final For- 
tune affect my opponent? 

—Ryan Rodriguez, Plantation, Fla. 
A: No. Final Fortune is not a targeted spell, 
and Deflection can only be used on spells 


with a single target. Only spells which 
actually say “target” are considered tar- 
geted spells. The exception is local 
enchantments, whose targeting require- 


ment is described by their card type. 


Q: If Eladamri, Lord of the Leaves is in 
play, can my opponent cast Extinction 
naming “elves?” 

—WMike Newton, Palatine, Ill. 
A: Yes. The Extinction is not a targeted 
spell, so Eladamri can’t prevent it 
from working. 


Q: What happens if | cast Dark Ritual while 
a Hesitation is in play? 

—Stephen Hobson and Nick 

Richardson, Worthing, England 

A: Mana sources are announced and resolved 

in a single event, so the Dark Ritual will suc- 

cessfully resolve. Then, the Hesitation tries 

to counter the Dark Ritual and fails because 

the spell is no longer being cast. The Hesi- 

tation will still go to the graveyard, however. 


Q: If a Gravebane Zombie is killed by a 
Krovikan Vampire, where does the 
Zombie go? 

—Ken Zavodney, Murfreesboro, Tenn. 
A. The Gravebane Zombie goes to the 
top of its owner's library, and since it is 
no longer in the graveyard, the Krovikan 
Vampire cannot put it into play at the end 
of the turn. 


Q: If my opponent has a Rathi Dragon in 
play and | copy it with my Echo Cham- 
ber, what happens? 

—Tom Alfonse, Dartmouth, Mass. 
A. Your token counts as coming into 
play, so you must sacrifice two moun- 
tains or bury the token. OC) 


Collin Jackson has always wanted to 
stomp through a toy city just like Godzilla. 


Have a gaming question that’s driving you up the wall? Just 
drop us a line and we'll calm your nerves 
E-mail us of IQStumpers@aol.com or write to: 


STUMPERS ¢ INQUEST 


151 WELLS AVE. 
CONGERS, NY 10920 


Include your full name, mailing address 
and phone number 


an ‘effect and isn’t covered 
per turn me 


. to be careful when you 


. the osspee Outfit action or Tao 


ais “once 


Other actions besides Clean Up the To : 
create a shootout but don’t specify | the 

_ location; Dead Man’s Hand comes to mind. 
Do these take place in Towt 

: somewhere else? 


AD They take place at the location of 
the target. : 


Us What's up with the an A Coach Comes 


to Town? It’s confusing as all get out 
A When forming ‘posses, assume that the 
location of the event i is the Town Square. 


t: If you have the most influence and 


to draw an additional card, how does that 
count towards your limit? ; 


AB You have a maximum hand 5 


whatever plus one. You discar cards 


_ before you draw the “bonus” card. 


@: If the Blackjacks boot one of their 
already wanted dudes to gain 2 ghost rock, 


ean you boot the Branch Office to a 2 - 


ghost rock? 
A: Nope. They're already wanted. 


¢t ‘Are gous unique? : : 
A No. It’s unclear in the rulebook, but 


uniqueness only apolles fo dudes 
and deeds. _ 


Special thanks to Luke Peterschmidt and — 
Neal Steed for the Doomtown fag. Point 


yer browser to www2.onix.com/ 


wildeard/deadlands/fagq.txt_ for a heap. : 


‘more answers to quan about 


JULY 1998 65 


By Jason Schneiderman 
At the Day of Thunder world championships 
the greatest heroes of Rokugan united to 
defeat the malevolent god that dwelled in 
the body of the emperor. The horrible 
undead army fell before the might of the 
Unicorn cavalry. And, in the real world, the 
creators of Legend of the Five Rings told 
the story of Doji Hoturi’s death and Toturi’s 
ascension to the throne. 

But what if that fateful day had gone 
differently? Chris Bergstrom doesn’t take 
the Lion clan to victory; instead, it’s some 
nameless player with a Yogo Junzo’s Army 
deck that comes in first at the tourna- 
ment. With trembling fingers, Dave Williams 
is forced to open, rather than tear up, the 
envelope labeled “EVIL WINS,” and watch 
as the world he created falls into a thou- 
sand years of darkness. 


Rokugan is a much darker place when evil wins, but who can resist the wily charms of Fooey? 


THE EMPIRE 
UNDER FU LENG 


After the defeat of the Seven Thunders, 
the great clans of Rokugan fall into three 
categories: those who serve the new 
emperor, those who rebel against him 
and those who no longer possess clan 
status. Each operates by a slightly dif- 
ferent set of rules. 

The fallen clans have been adopted 
by Fu Leng and strive to serve him in his 
capacity as the undying emperor. The 
Dragon clan has replaced the Lion as the 
elite warriors of the empire, led by the 
emperor’s new consort, Mirumoto Hit- 
omi. Under the guidance of the crafty 
Kakita Yoshi, the Crane maintain their 
hold on the imperial treasury and keep 
Fu Leng’s ear with a mixture of flattery 
and intrigue. The elemental masters of 
the Phoenix, corrupt to the core through 
their pursuit of the Black Scrolls, study for- 
bidden magics with the emperor’s 
approval, while the troops of Yogo Junzo’s 
Army are omnipresent in the city of the 
Iron Citadel. Each of the fallen clans has 
received an increase in power. However, 
they have also been crippled—each is 


denied one of the paths to victory. 

The noble clans work in secret, hop- 
ing to overthrow the dark lord. The Crab 
clan, battered from its great loss, strug- 
gles to beat back the abominations that 
erupt from the Shadowlands. With their 
homelands still reeking of taint, the Naga 
will not return to sleep until the horrors 
recede. The monks of Shinsei search the 
prophecies for a way to undo what has 
been written. Finally, the Mantis clan, 
having never earned Fu Leng’s wrath, 
still takes its trading ships from port to 
port, waiting for the proper moment to 
overthrow the false Emperor. 

The four other great clans are no 
more. The last Akodo has fallen with 
the last Hantei, and the rest of the Lions 
are dead either from battle or seppuku. 
The victory of Junzo came over the 
bodies of the Unicorns and their peas- 
ant troops, now serving the emperor 
after death. Bayushi Kachiko paid for 
her betrayal with her kinsmen’s lives; 
with the Black Scrolls opened, there is 
no need for the Scorpion clan. As for 
Toturi’s Army—the ronin’s polished 
skull sits in Fu Leng’s throne room. 
Yogo Junzo has called the fallen cham- 
pion “delicious.” 


Legend of the Five Rings ™ & © Five Rings Publishing 


To do well in this variant you'll need to please Emperor Fu Leng. 


LIVING 
WITHOUT HONOR 


There is little room in the Thousand Year 
Reign for the “honor” of Rokugan. The 
old virtues are practiced in secret, but bru- 
tality and treachery are the order of the 
day. On the other hand, the monstrous 
Fu Leng gives his respect to those who 
curry his favor or practice abominable acts. 

In game terms, this means that both 
noble and fallen clans can gain honor, 
and even reach victory from it. However, 
they do so in very different ways. Fallen 
clans gain no honor from bringing per- 
sonalities into play at full cost, nor may 
they gain honor from bowing holdings. 
However, taking an action that would 
normally cause a player to lose honor 
instead causes an honor gain of half 
value, rounded down. For example, a 
Crane player who played a 
Kolat Assassin gains two 
honor. Bringing a Black Mar- 
ket into play gains him one 
honor. Bowing it for gold, 
however, gains no honor. This 
does not apply to actions 
played against a fallen clan 
player: A Shame will still cause 
a loss of seven family honor. 
In addition, all fallen clan char- 
acters are presumed to die 
dishonorably, causing a loss 
of family honor. Fu Leng has 
little tolerance for failure. 

Noble clans operate 
under the standard L5R rules 
for honor. 


DARK LORD’S 
FAVOR 


The Imperial Favor has been 
replaced by the favor of the 


Dark Lord, as detailed on 
the card of the same 
name. The favor has the 
following abilities: 

Limited: Target a 
player who must discard 
a card from his hand. 

Open: Dishonor a tar- 
get personality. 

Battle: Reduce one 
opposing card’s force 
to zero. 

Reaction: Reduce one 
honor gain to zero. 

Only fallen clans may 
lobby for or use the Dark 
Lord’s Favor. However, 
noble clans with a sufficient honor score 
may attempt to block a lobby attempt, 
or take the favor away from a fallen clan 
who holds it. 


A TIME OF 
DARKNESS 


There are two ways to play a Dark Victory 
game. The first scenario is fallen clans vying 
against each other for power in the blood- 
stained kingdom of Fu Leng. The other 
pits the fallen clans against the noble ones _ 
in a battle to set things right again. — 
Although the fallen clans have a power 
boost, noble ones can gain honor like wild- 
fire, making the gap close. And, if the 
noble clan wins, perhaps there is hope for 
the Emerald Empire after all. @ 


As you can see, Jason Schneiderman always _ 
looks on the bright side of life. 
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before them read that six adventurers will gather 
rom all parts of the globe to defeat the invading 
goblin armies. .below that—scrawled in blood—lie the 
names of all the player characters (PCs). There is a 
moment of dead silence...before one of your players 
smacks you upside the head with a half-empty bag. of 
Cheesy Poofs. “What? Not that old ‘prophecy’ shtick 
again!” They stomp out of your home in a murderous 
rage, but not before burning all your gaming supplies. 
Assembling a group of adventurers for any scenario 
without resorting to clichés or plot devices the players 
have seen a zillion times can be a daunting task, but 
there are two major ways to improve your chances of 
“generating something new and surprising: “pre-playing” 
and “the coincidence.” 


KNOW YOUR] 
Before the first session takes place, you need to take 
some time out to come up with good ways to “gather 
your flock.” To do this, it’s necessary to know the PCs’ 
motivations. The best way to accomplish this? Have 
your players fill out bio sheets. A bio sheet is a short list 
of questions the player answers about his character to 
give you more information about his prior life and goals 
than the character sheet with its stats and equipment 
list can provide. 

Some sample questions: Where does the PC hail 
from? Why does he go adventuring? What events in 
his past most affected him? The answers to these ques- 
tions and others like them give you something to work 
with when linking items or events in the characters’ 
histories. Is one player seeking revenge on the six-fin- 
gered sellsword who slew his father? Guess what? That 
same multi-digited individual is now the right-hand 
man of the malicious prince who has kidnapped the 
true love of another PC. Another PC used to work mir- 
acles for the same prince before he was unceremoniously 
Bin a discarded for being too old. The more detailed the bio, 
Woretce cee, tne better. Just make sure your players remember that 

be used to quickly unite characters with diverse backgrounds. their characters are beginners; their pasts shouldn't be 


EEE — 


JLA™ & © DC Comics. Avengers ™ & © Marvel Comics. 


more adventurous than their futures. 

Before you send your PCs into the world, make sure you 
as GM know: 

e Where they were born. Where did they spend most of 
their lives? Could they have run into each other before the 
first game session without knowing? Could a number of PCs 
have been present at the same major historic event? 

¢ The most important personal relationships of their 
pre-game days. Could the PCs be related by blood or by their 
relationships to a teacher, lover or ruler? 

e Their skills & occupation. What skills do they possess that 
may lead them to encounter one another? 

e What they own. What kind of equipment or personal 
items do they carry beyond the ordinary? 

e Their reasons and motivations for embarking on an 
adventurous career. Are they searching for something in par- 
ticular, looking for some quick cash to pay off debts, in search 
of the adrenaline high or on the run from the law? 

Possessing the answers to these questions before you start 
will prove to be an invaluable asset in assembling your PCs 
cliché-free. 


“PREPLAYING” 


While more work for the gamemaster, playing with the char- 
acters one-on-one—soloing—allows you the greatest chance 
for coming up with something innovative to link your characters 


Characters’ pasts shouldn't 
be more adventurous than 
their futures. 


together as a party. You not only get to see how they play, but 
it allows you to maneuver PCs into positions which allow them 
to meet less than haphazardly. 

For instance, let’s say you’re running a Star Wars adventure. 
Soloing with your first player, you discover that he is a smug- 
gler, motivated only by profit. During one of his smuggling 
runs, Imperial forces under GM control board his vessel, and 
he’s forced to dump his contraband overboard to avoid arrest. 
Now hunted by the crimelord who hired him, the smuggler 
is forced into hiding on a backwater planet where he conve- 
niently meets PC number two, a novice warrior who decides 
to go adventuring after he meets PCs number three and four, 
two droids with a mission who have just escaped the Empire. 
What seem like chance meetings allow the GM to assemble a 
party without the actions seeming deliberate or forced. These 
meetings take time to develop. 

Similarly, you can condense the process if you’re pressed 
for time. Pick a couple of characters with similar backgrounds 
and say they meet on the road. Get them talking to each 
other: A couple of warriors could share memories of battles 
in which they've fought; two potential campaign members 
may discover that they are from the same geographical area; 
maybe they share the same religion. Though more difficult 
than soloing—especially if your PCs haven't fleshed out their 
backgrounds—this initial session will help smooth out the 
story for the rest of your campaign. However, if your players 
just hand you a stat sheet and ask you to go to it, you're def- 
initely better off going with... 


If at all possible, steer away from plots and devices that would set your PCs at odds. 
ISP a I ble eel li aaa ae 
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“THE COINCIDENCE” 


If you were to run an adventure like the “prophecy” exam- 
ple mentioned in the opening—attempting to assemble the 
PCs and begin cold in one burst—it would fall into this 
category. The trick here is to stay away from clichés—plot 
devices like the prophecy that have been done to death. 
Using the coincidence method is straightforward: simply get 
all the players in the same place at the same time and give 
them a common goal or bond. This is deceptively easy on 
the surface, but you must remember that there has to be 
something to keep the party together after the initial 
meeting or adventure. For example: 

The PCs happen to be in the same city when riots take 
place during an anti-war protest. The PCs are arrested, 
whether or not they were actual participants, and due to an 
overburdened legal system, they are rushed through a kan- 
garoo court to a death sentence. Now, they must unite to 
escape or die on the block. After they’ve joined up, you can 
set the adventure hook with information possessed by one 
or more of the players. 

e The ruler of a small country needs a dangerous task 
accomplished as soon as possible so he sets a contest. Teams, 
assembled randomly, will race to accomplish the goal with a 
king’s ransom going to the winning team. 

e Vampire hunters descend en mass on your PC 
vampires’ city of choice. Now, despite their differences, 
the individuals must band together in order to assure their 
survival—either by fleeing or discovering the reason behind 
the hunters’ sudden arrival. 

Setting up an adventure and assembling a party is just like 
school in some ways; you’re going to get out of it exactly 
what you put into it. If you and your players are willing to 
spend the extra time to write bio sheets and solo adventure 
before you get into the actual campaign, you’re going to have 
a better roleplaying experience—with an emphasis on the 
fully fleshed-out “role.” If you jump right into an adventure, 
you'll get a quick fix of action. But just like most things in life, 
how you begin a campaign depends on personal preference 
and initiative. @ 


Brent Fishbaugh is just glad that all those creative writing classes 
in college are starting to pay off. Or are they? 
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Warhammer 40,000™ & © Games tA 


n the far distant future, bazooka-wielding Orks 
stride through bloody battlefields, while 
veterans of the Imperial Guard hunker down 
in their tanks and brace themselves for the 
onslaught. Game Workshop’s Warhammer 40,000 
(also known as Warhammer 40K) is your passport 
to this dark vision of the 40th millennium. The 
mightiest armies of the age are yours to 


increase SOO 


command. 


THE ARMIES 


In building a Warhammer 40K army, 
you get a certain number of points 
to spend. Generally, the better an 
army rates in such areas as speed, 
shooting accuracy, weaponry and 
close combat prowess, the more 
points you'll have to spend to 
acquire it. 

A single Space Marine is far 
superior to an Imperial 
Guardsman. His weapon, the trusted 
bolter, is likewise superior to the 
Guardsman’s lasgun. However, the 
Space Marine costs 30 points, 
whereas the Guardsman costs only 
10. In other words, you can buy three 
Guardsmen for the price of a single 
Marine. While one Space Marine will 
wipe the floor with a lone Imperial 
Guardsman, he'll have his hands full 
facing three of them. 

The bottom line: The huge 
advantage afforded skilled armies 
is usually balanced by the sheer 
number of cannon fodder troops 
you can buy with the same 
number of points. Here’s a 
rundown on the most common 
Warhammer 40K armies: 


SPACE MARINES 


»: Imperial Space Marines 
are aie jake: -of-all-trades. Their 
soldiers are among the most powerful 
as they also have access to some of 
the best support in the game—Land 
Raider tanks and Space Marine 
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Dreadnoughts, powerful walkers which are well-armed and 

difficult to kill. Few armies can outshoot the Space Marines or 

match their general flexibility. 

' S: Alas, all this flexibility comes at a high point 
cost. Space Marines kick ass, but they are definitely the few, 

the pious a es outnumbered. 

L : Marines are fast and flexible. That’s 
their Sha. Pound Ge enemy with Devastator Squads, 
Dreadnoughts, Predator Tanks and Terminators and then 
use your superior speed to exploit an opening. 


Aa 


IMPERIAL GUARD 


3: The Imperial Guard are the groundpounders. 
They are cheap and plentiful—devastating in mass attacks 
where numbers count more than skill. They can field a 
powerful assortment of tanks and also have useful support 
units: Ogryns, massive abhumans who can take severe abuse 
and dish out the damage with their impressive ripper guns; 
Ratling Snipers, diminutive “halflings” who are excellent 
shots with their needler sniper rifles; and Rough Riders, fast 
attack cavalry, armed with explosive hunting lances. 

: Basic Imperial Guardsmen are poorly armed 


1 


“Hurry up, lads! We have to take those stairs! 


combat and have low-powered characters. 


be prepared to blitzkrieg in if a weakness presents itself. 


SISTERS OF BATTLE 


with massed pistol fire or 


_ Warhammer 40,000 Box Game, $69.99. Big box of armies. All of the 
rules, miniatures, templates, dice and background you need to 
start playing. 

Dark Millennium, $39.99. Adds more vehicles and psychics to your 
game. Also includes rules for victory points and strategy cards. 


RECOMMENDED SUPPLEMENTS: 


The codex of your choice, $19.99-$24.99. Each 40k army has its 

own codex which describes its features: pick an army that 

interests you and buy that book! 

Miniatures, starting at $5.99. You probably won’t stop with the minis 
from the box set. Youll want new squads, vehicles and characters. 
Then, you'll want to start that second army... 


and armored. They are also not well-suited for hand-to-hand 


GENERA S: You've got lots of troops with long 
range weapons. Sit back on a hill somewhere and hammer 
your enemies from afar. Avoid hand-to-hand combat, but 


S: The Sisters of Battle are powered armor troops 
like the Space Marines. Battle Sisters are armed with bolters 
and heavy weapons, while the specialized Seraphim can 
jump-pack across the battlefield to devastate their enemies 
renades. The Sisters can also field 


Inty 1998 8 


a variety of Eccelsiarchy troops, including powerful characters 
and mobs of Frateris Militia. Although poorly armed and 
skilled, the Frateris Militia can often overwhelm the enemy 
with sheer numbers. 

WEAKNESSES: The Sisters have poor support capabilities. 
They are also limited to only a few squad and character types. 
GENERAL TACTICS: Divide your forces into two groups: a 
static anvil and a fast-moving hammer. The anvil—consisting 
of Battle Sister squads with bolters and heavy weapons— 
pours fire onto the enemy, while the hammer—consisting of 
Seraphim and perhaps an Immolator tank—quickly flanks 
the enemy to surround and crush them. 


ORKS 


STRENGTHS: Mean and green. Orks are a massive army, 
with six different clans and a wide variety of weird and 
powerful weaponry. In addition to being strong as a horde, 
Orks often possess weaponry that widely varies in effect. 
Some of their guns—Kustom Shootas, for example—can 
either be less powerful than a regular bolter or more powerful 
than a lascannon. They also have fast and well-armed bikes 
and light vehicles—like buggies and wartracks. The Orks are 
a gambler’s army, but they’re always fun to play. With troop 
names like “Blood Axe Kommandos,” “Madboys” and 
“Freebooterz,” how can you go wrong? 

WEAKNESSES: Ork weaponry is rather variable in effect: 
sometimes great, sometimes horrible. Orks also have low 
leadership and lack strong characters. 

GENERAL TACTICS: Orks swarm opponents. Individually 
they can’t hit the broadside of a barn, but get them ina 
mob, and they’re murder. Move to close range and use your 
mass firepower to wreak havoc. At all costs, avoid close 
encounters with big nasties like daemons, Space Marines 
and Eldar avatars. 
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It is a dark time for Romulak, as the Conehead army fi 


gits for survival. Meps! 


ELDAR 


STRENGTHS: The Eldar are a specialist army—and extremely 
fast. Each of their troops excel at a certain area, but suffer 
in others. For example, their Dire Avengers can lay down a 
withering amount of firepower with their Shuriken Catapults 
within 24”, but they lack heavier firepower or close combat 
ability. Two of their basic troop types—Swooping Hawks 
and Warp Spiders—have the ability to traverse the battlefield 
quickly to go where they are needed. They also boast fast, 
well armed and powerful support units. 

WEAKNESSES: Eldar squads lack flexibility. Also, the armor 
on their tanks and jetbikes tends to be weak. 

GENERAL TACTICS: Use the Eldars’ great speed and firepower 
to swoop in and exploit enemy weak spots, Get out as soon 
as you do your damage, because your ordnance can’t hold 
up under heavy fire. 


CHAOS MARINES 


STRENGTHS: Chaos Marines were once a part of the Imperium, 
but rebelled and were cast out 10,000 years ago. They function 
a lot like their Imperial counterparts, 
except that they lack some of the hi-tech 
equipment. However, they more than 
make up for this with the awesome 
powers of chaos on their side—daemons, 
Bezerkers, Noise Marines and a wide 
array of daemonic gifts and powers. 
WEAKNESSES: Chaos suffers the same 
high point cost as Space Marines. 
Daemons are powerful but vulnerable. 
Chaos also lacks hi-tech items like Land 
Speeders and Jump Packs to get into 
combat quickly. 

GENERAL TACTICS: Move to hand-to-hand or close range 
and then let loose the daemons o’ war. Don’t skirmish with 
troops that move faster than you, like Ork buggies and 
Eldars, because they'll pick you apart. 


TYRANIDS 


STRENGTHS: The Tyranids are a completely bio-organic 
army. When they need something, they grow it. These armies 


are masters of close combat and possess 
extreme speed, allowing them to move 
about the battlefield at will. 
WEAKNESSES: Tyranids are poor at 
ranged attacks. Their strong dependence 
on the leadership of Tyranid:- Warriors and 
the Hive Tyrant is also a problem; if these 
leaders are all killed, a Tyranid army will 
probably fall apart. 

GENERAL TACTICS: Charge! Most of the 
Tyranid army needs to be in close combat 
to do anything. Tyranid armies need to 
combine their great speed with available 
cover to get themselves into close combat 
with the enemy before they’re shot to pieces. 


ON THE FIELD 


So, now that you have a grasp on the 
different armies, the big question is what to 
do with them on the battlefield. Here are a 
few basic fighting styles common to 
Warhammer 40K games: 

THE DEVASTATOR: Using heavy 
weapons, tanks, dreadnoughts, etc., 
pound your opponent into submission 
with a withering hail of punishing 
firepower. This is the preferred tactic of 
the Imperial Guardsmen. 

THE ASSAULT: With superior hand-to-hand 
ability or a massive swarm of troops, carve 
through the enemy line. This style involves 
an all-out charge into hand-to-hand combat. 
Tyranids like this one. 

THE FAST ATTACK: Using fast-moving 
and hard-hitting troops, come in quickly, 
deliver a lethal blow and then retreat 
before enemy troops can react. Repeat 
as necessary. The Eldar excel at this tactic. 
THE FIREFIGHT: Send in “basic” troopers 
and dish out as much low-strength 
firepower as possible to wear down a 
superior enemy. Even against a Devastator force, such an 
army can often carry the battle. Accuracy is important for this 
tactic, making it an ideal mission for the Space Marines. 
THE HORDE: Using the cheapest armies possible, build a 
huge army of little peons who can swarm the battlefield and 
overwhelm the enemy. Accuracy is not nearly as important 
as playing the odds; 100 terrible soldiers will usually do more 
damage in the long run than 10 elite troops. Orks excel at 
this tactic. 

Though each army type has a tactic that most effectively 
utilizes its strengths, be prepared to change tactics to take 
advantage of opportunities that present themselves on the 
battlefield. If you stick to the same tactics every outing, you'll 
become predictable. 

During the game, watch out for units that are “counters” 
to yours. Heavy weapon troopers are great at shooting at 
enemy troops across the battlefield, but they tend to get 
shredded in hand-to-hand combat. There is always an enemy 
out there you can’t defeat. Look out for them. 

Maneuvering plays a big role in Warhammer 40K. If you're 
facing a force you can’t handle, find good cover or run away. 
On the other hand, if you see an enemy unit wandering around 


that can’t counter your tactics, swoop in and engage it. If your 
besieged unit is being overwhelmed by a horde army, try to 
inflict enough casualties to induce your enemy to break and 
run. If you're lucky, they won't come back. It is almost always 
easier to break the bad guys than to kill all of them. 

Since Warhammer 40K is generally played with only two 
players and no referee, when a situation not covered in the rules 
arises, it’s up to you to interpret the rules. Given that it is a 
competitive game, it isn’t always easy to step back and view 
things objectively. If the debate starts to get heated and bog 
down play, do this: Note the problem, agree to work it out after 
the game and then flip a coin to see which player gets to make 
the call for that particular session. After you've finished, sit down 
with the rules and work out the disagreement; you can always 
cook up a house rule if the rules are silent on the point of 
contention. Warhammer 40K is the sort of game that attracts 
house rules like big gunz attract Orks; there are probably as 
many house rules out there as there are players. @ 


Robert Allen, though an all-around nice guy, is not above 
shameless plugs. Check out his column “Small Talk” at 
www.rpg.net. 
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nfinite life. An unshakable defense. Apocalyptic dam- 

age without incredible mana expenditure. No single 

card in Magic can give you any of these. But, when 
cleverly played, a combination of two or more cards can 
provide you with exactly this kind of massive power. Never 
doubt that a good combination of cards is more power- 
ful than the sum of its parts. 

Consider the cards Brass Man and Veteran’s Voice. The 
Brass Man can untap during your upkeep for one mana, 
and Veteran’s Voice lets you tap the enchanted creature 
to give another creature +2/+1. On their own, neither of 
these cards are likely to win many matches, but when 
combined they become a nigh-omnipotent creature- 
pumping engine. 

Building a Magic deck is kind of like cooking. By itself, 
flour isn’t all that appetizing. But add some sugar and 
eggs and you can make some tasty cookies. Mmm. Cook- 
ies. Likewise, when it comes to combos, some cards are the 
ultimate building blocks. Mix in the right ingredients and 
you.can serve up a plate of ass-whoopin’. 

Now that we’ve whet your appetite for annihilation, 
here’s a look at the eight best combo cards of all time—the 
cards that promise to create the most potent combina- 
tions possible. We've also included a shopping list of prime 
ingredients to whip up killer combos, ‘cause in Magic there's 


nothing sweeter than the taste of victory. 
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A is of Pe 


WAY IT’S GOOD: Any time you can take control of one of your 
opponent's creatures, it’s nice if there’s a chance you can do 
something destructive with it. Swarming in to attack your oppo- 
nent with his own creature always has poetic appeal, but it’s even 
better if you can off the creature in the process. Like a Ray of Com- 
mand on steroids, Reins of Power does the first part for you, 
grabbing the reins of all of your opponent's creatures—it’s up 
to you to find something to do with them. 

Fortunately, there are quite a few cards that let you dump 
creatures. The best is probably Goblin Bombardment; it costs 
nothing to use and you can sacrifice your opponent's creatures en 
masse. Ashnod’s Altar lets you turn your opponent's critters into 
mana, useful for powering a big spell if he has a swarm of 
creatures. With Mogg Infestation, you can blow away all of your 


opponent's creatures, giving yourself twice as many in the process. | You and target opponent each untap 
Another option is to reap the benefits of one of your own and gain control of all creatures the | 
creatures by giving it to your opponent for a turn. Does your other controls until end of turn. 


opponent refuse to play land to pump up your Dirtcowl Wurm? Those creatures are unaffected by 
Give it to him for a turn and play the land yourself. Or try wreak- | | Summoning sickness this turn. 

ing havoc on your opponent by passing him a creature with a 
heinous upkeep cost, like the Demonic Hordes, during his upkeep. 
PRIME INGREDIENTS: Ashnod’s Altar, Demonic Hordes, Dirtcowl 
Wurm, Goblin Bombardment, Mogg Infestation. 


o : If you're going to take control of your opponent's creatures, no reason fo let 
him have them back. After you attack, batten down the hatches and fire away! 


7. Sorceress Queen 


WHY IT’S GOOD: A Sorceress Queen is what you get when a 
Prodigal Sorcerer dresses in drag. Either that, or a creature with 
a particularly powerful effect on combat. Alone, the Queen can 
negate the attack of any one creature—after all, what's a 0/2 
creature going to do to you? Gnaw on your shins? More impor- 
tantly, 0/2 creatures are easy to kill. 

The ultimate zero-power slayer is the Dwarven Thau- | 
maturgist, who can saddle the prey of the Sorceress Queen with 
a toughness of zero. Transmutation works just as effectively, 
and can catch your opponent by surprise. Dealing two points 
of damage to the weakened critter with an Orcish Artillery 
also does the job nicely, as does giving it +3/-2 with the 
Minion of Tevesh Szat. Another option is to force a creature 
to attack with a Norritt, cut it down to size with the Queen, 
and knock it off with whoever’s handy—a Sengir Vampire is 
always ready for a snack. 


| Tap to make another creature 0/2 
e until end of turn. Treat this 
F exactly as if the numbers in the weal 
lower right of the target card were on PRIME INGREDIENTS: Dwarven Thaumaturgist, Minion of Tevesh 


| 0/2. All special characteristics and Bagg Szat, Norritt, Orcish Artillery, Transmutation. 
enchantments on the creature are 


pe unaffected. a 
a A creature with zero toughness isn’t just dead. With no ability to regenerate, jf 
: me eens | it’s really dead. 
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6. Spirit Link 


WAY IT’S GOOD: Spirit Link is one of the most powerful reusable 
life-gainers in Magic. Stick it on your biggest critter and, 
whether it blocks or attacks, the life-points start rolling in. 
Maximizing this life-gaining ability is the key to abusing 
this card. 

Spirit Link works double-duty when you use it on a “pay- 
my-upkeep-or-else” creature. A Force of Nature will be pow- 
erless against you if you decide to stiff him his upkeep snack, 
plus you get the normal life bonus when Swamp Thing (or 
Leaf Thing if you’re using Sth Edition) stomps through com- 
bat. You can also use Spirit Link to abuse the power of direct 
damage-dealing creatures. A Spirit Linked Orcish Artillery will 


net you two points of life for every two points of hurtit dishes — - achat Creature 

out. If there are enough creatures on the table, a Spirit Linked 

Crypt Rats or Ifh-Biff Efreet will earn you dozens of life for just For every point of 

a few mana. _ damage target creature 


Spirit Link's low casting cost means you can toss it in any deck does, you gain 1 life. 
with even a small splash of white, so stick it in that deck that just 

needs a little extra life-gaining. Or, use it with other life-gaining 
cards and build up an unscalable wall of life. nee 
PRIME INGREDIENTS: Banshee, Crypt Rats, Force of Nature, |fh-Biff (ius, @ 1994 Hajn foglio 
Efreet, Mogg Maniac. sae 2 


“One point of damage for every creature in play, 10 ife for me. One damage for 
every creature in play, 10 life for me. One damage. .. 


a. Fire Whip— 


WAY IT’S GOOD: Fire Whip is an excellent way to get use out of 
those early-game weenie creatures—a Llanowar Elf in the 
mana-rich late-game environment is pretty useless, but you | 
can give him a new lease on life as a Prodigal Sorcerer. But 
why is Fire Whip an awesome combo card? Because it does | 
something no other card does: It grants a creature the abil- | 
ity to deal damage to a player, as opposed to an enchantment | 
dealing the damage itself. 

This means you can use all those creature abilities that acti- 
vate whenever a creature damages an opponent, without hav- 
ing to attack. For instance, put a Fire Whip in the clawed hands 
of Nicol Bolas. In addition to being hit for one point of dam- 
age each turn, your opponent will also lose his entire hand! 

If you equip a Marsh Viper with a Fire Whip, your opponent 
gets poisoned to death in a mere five pings. In a game with sev- 
eral players, The Fallen wielding a Fire Whip should put you 
ahead of the pack. Fire Whip can be the center of a deck 
devoted to this type of combination, but it’s just as easy to 
blend a handful of these combos into a deck with another | 
theme, doubling the power of the deck. 
PRIME INGREDIENTS: Lowland Basilisk, Marsh Viper, Nicol Bolas, | 
Sengir Vampire, The Fallen. 


“Tap: Target opponent must discard his or her hand.” 
Who wouldn’t play with a card like that? 
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= = 
-4, Breeding Pit 
| WHY ITS GOOD: The Breeding Pit was one of Dominaria’s first fast ; Breeding Pit 
food joints. For just a couple of mana down, you get a Thrull 
McNugget each turn. These McThrull tokens are great as basic 
cannon fodder, and they pile up quickly unless your opponent 
neglects his defense in favor of beating down the Thrull popu- 
lation. Plus, if you slap a couple of Bad Moons on the table, 
your flock of sacrificial lambs becomes a horde of bloodthirsty 
beasts, ready to make fodder out of your opponent. 
The real beauty of the Breeding Pit, and other creature 
| — generators like it, is that you can take advantage of creature 
sacrificing effects without blowing a summon card each time. 
Instead of frantically depleting your hand to keep the Lord of the 
Pit sated, you can rely on a steady supply of fresh meat from the Enchantment 
Breeding Pit. Why waste your better creatures on a Skull Cata- , ; 
pult when you can decimate your opponent's forces with a 


During your upkeep, pay $ or 
bury Breeding Pit. At the end of 


a pon ofsTheullicorppes? 5 i : fF your turn, put a Thrull token into 
With so many uses, Breeding Pit can be the central card = play. Treat this token as a 0/1 
in a number of decks, with “horde” decks and “big-black- coos ay isan, aS 
: ; : ; The hake, EE ACD: 
monsters-that-like-to-munch-on-other-critters” decks being : The she She ee ee oe 


the most popular. = Order of the Ebon Hand. 
PRIME INGREDIENTS: Bad Moon, Fallen Angel, Lord of the Pit, Mob : et Sum 
Justice, Stronghold Assassin. 


There's nothing like a pile of angry Thrullage to beat down your opponent 
with a little Mob Justice. 


3. Balance— 


WHY IT’S GOOD: Balance is the ultimate “reset button,” bringing 
everyone down to the same level. This makes it the cure-all for 
slow starts. Evening things out is all well and good, but the real 
key is using it in combos, where a well-timed Balance can give 
you a decided advantage. And the combos are many. 

Try stashing your critters in Cold Storage or Safe Haven before 
dropping the bomb for an instant creature advantage afterward. 
Sacrifice your land to a Zuran Orb in response to casting Bal- 
ance and you get a massive life-point injection while everyone 
else just gets hosed. Mishra’s Factories and Jade Statues also work 
well, since you can play the Balance when they don’t count as 
creatures, leaving your opponent out in the cold and you ready 
for action. Another good time to Balance is after attacking with 
a Teferi’s Veil in play. While your creatures are stowed safely away 
; in phased-out land, your opponent's critters are screwed. 
| Each player sacrifices enough lands me And don’t forget that Balance can be used to force your 

to equalize the nuraber oflands all. .§ opponent to discard as well. With five cards in hand, try casting 
players control. The player who a Mind Bomb—while your opponent agonizes over how much 
_ controls the fewest lands cannot d ‘ ; 
sacrifice any in this way. All players | amage to take, just discard all of your cards except the Balance. 
Then play the Balance to flush your opponent's hand. 


then equalize cards in hand and 
then creatures in play in the same PRIME INGREDIENTS: Cold Storage, Mind Bomb, Mishra’s Factory, 
Teferi’s Veil, Zuran Orb. 


way. 


Pump up your life while flatlining everyone’s mana flov—stock a few land in 
your hand and hit the ground running while everyone else just hits the ground. 
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WHY IT’S GOOD: Dominaria’s wintry Ice Age brought us more than 
Jaya Ballard and the Kjeldoran Skyknights; also rising from the 
snowy depths was the one card that has spawned more infi- 
nite loops than any other: Enduring Renewal. Even on its own, 
Enduring Renewal is a powerful game-changer, making the 
} minions you already have on the table effectively immortal. 
| What's more, the penalty that newly-drawn critters fly straight 
| to the boneyard is easily circumvented with a friendly Hell’s 
Caretaker or a Miraculous Recovery or two. 

Enduring Renewal’s real power, as alluded to before, is its abil- 
ity to create infinite loops. Take, for instance, a Fallen Angel and 
any zero-cost critter and bingo! Infinitely huge Angel. Addi- 
tionally, since Renewal states that creatures hit the graveyard 
before going back to your hand, a Soul Net will dredge up as 
much life as you have mana to dump on it. 

Combine Enduring Renewal with Aluren and you can churn 
out cheap creatures for free. As long as your creatures have a 
casting cost of three or less, they’ll be practically immortal. Add | : 
a self-sacrificing creature like Mogg Fanatic, Blood Pet or Bot- || Play with the cards in your hand 


tle Gnomes to the combo and you've got a potent infinite loop. » face up on the table. If you draw a 
PRIME INGREDIENTS: Aluren, Ashnod’s Altar, Hell’s Caretaker, Mogg creature card from your library, 

, ; discard it. Whenever a creature 
Fanatic, any Spike. » goes to your graveyard from play, 


| put that creature into your hand. 
The king of three-card-combos, these three cards spell instant doom for That which lasts longest serves best. 


your opponent. How much damage you want? 20?-50?! Infini 


All nights seserved. 


1. [cy Manipulator 


WHY IT’S GOOD: The Icy Manipulator is a sort of “Swiss Army card,” 
a useful addition to virtually any deck. The most basic use is as 
an inexpensive means of shutting down one of your opponent's 
toys, be it that unblockable attacker or that annoying Maze of Ith. 

More significantly, the Icy lets you take advantage of the rule 
regarding tapped artifacts—specifically, that a tapped artifact 
doesn’t generate any effects. With the simple tap of an Icy, you 
can deprive your opponent of the benefits of your Howling Mine 
or laugh as your opponent's Black Vise sits impotently tapped} 
until you destroy it at your leisure. 

Then there’s the famous Nettling Imp trick. Tap an opposing 
beastie, force it to attack with the Imp and then watch it perish 
as it sputters like a flipped-over turtle. The trick works just as well 
with a Royal Assassin, giving him a prime target for stabbing. 
PRIME INGREDIENTS: Howling Mine, Nettling Imp, Royal Assassin, 
Sands of Time, Winter Orb. ne) 


: ae may tap any Jand, creature, [i 
or artifact in play on either i : 
| No effects are eeu’ by the : 


Icy and Winter go together like peas and carrots, and even Forrest Gump can figure out 


that being able to untap all your lands every turn while your opponent is stuck under the 
Orb is a good thing. 


Jeremy Schichor fancies himself quite the chef. He’s particularly fond 
of his latest. recipe—Ouphe-berry Pie. 
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by dan joyce 


in his armor, draws his laser pistol and starts firing. 


T he death knight advances. Your paladin, stumbling backwards 


Fighting the shimmying controls, your starpilot crashes his 
ship through the spires of the Bastille, skidding to a halt on Paris’ 
cobblestone Rue de Guerre. You've era-skipped four hundred years 
to 1789, smack-dab into the middle of the French Revolution. 


Past? Future? With time travel, it 
doesn’t matter; your campaign 
possibilities are endless. 

Time’s grand framework is a first- 
class campaign seed. It opens the 
door to just about anything you 
want: cyborg assassins from the 
future, Victorian inventors traveling to 
the twilight of humanity, dinosaur 
hunts in the distant past. You and 
your players need never be bored 
again. But—and it’s a big “but”— 
time travel is also a Pandora’s Box full 
of paradoxes waiting to bite your 
campaign in the ass. 

Here’s one: You give your play- 
ers the keys to Doctor Who's TARDIS, 
and the first trip they make, your 
group’s gun-nut accidentally blows 
away his own grandfather. Ergo, the 
gun-nut’s father was never born, and 
neither was the gun-nut, so he 


couldn’t have gone back in time in 
the first place. Unless you're double- 


majoring in philosophy and physics, 
you might scratch your head over 
thisone. — 

Have no fear; InQuest is here to 
help. Is changing the past logically 
impossible? Probably. But don’t worry 
about it; while it’s a true scientific 
fact, it’s also dull. If you want to run 
time travel adventures, forget about 
the paradoxes. We don’t want you 
to hurt your brain. 

Keeping that in mind, here are 
five theories of time with which you 
can have a bit more fun... 


theory #1: fixed history 
Time runs on rails; you can’t change 
recorded history. This isn’t as bad as 
it sounds. The leeway you have is that 
much of history isn’t recorded, and 
the player characters (PCs) can get 


away with filling in those factual gaps 
in the knowledge of historians; the 
players’ actions are what “actually 
happened” at the time. Your PCs can 
even be the agents that make key 
events happen. For instance, the PCs 
could suggest to Ulysses during his 
siege of Troy that he might build a 
wooden horse. Don’t worry that this 
creates a time loop with no clear 
beginning or end; everything will still 
make a kind of sense. 

The problem you face is that you 
will have to fudge things occasion- 
ally. If the PCs could travel back to 
the first century and try to stop Nero 
from burning down Rome, some- 
how or other the attack will fail. 
They'll get discovered by Nero’s 
guards or the gun will misfire. Be 
subtle. The players should not know 
they’re in a world with an unchange- 
able past. 

This kind of time theory is well 
suited for occasional hops to the past, 
but doesn’t work well for regular time 
travelers; the players will realize what's 
going on and feel powerless. 

Example: Players from the future 
are on the trail of a body-swapping 
sorcerer who travels back to Dallas, 
1963. The players meet a drunken 
bum who claims to be JFK, who will 
subsequently be arrested and hung 
for an earlier murder. Meanwhile, the 
sorcerer, in Kennedy’s body, will be 
coming down Dealy Plaza the next 
day. The police have everywhere cov- 
ered—except for that grassy knoll, 
over there... 

Either, the players shoot from 
there and get away, or someone else 
will. Your options are open because 
history doesn’t record who, if any- 
one, shot from the grassy knoll. 


Time travel should always capture the fantastic, not the mundane. 
Who wants fo adventure in a time where nothing neat happens? 


theory #2: elastic history 
You can change the past, but history 
will “snap back” into a similar pat- 
tern. For instance, if you kill Stalin, 
another Russian with a similar back- 
ground will take his place and do 
many of the same things. Major 
events can’t be derailed, only altered. 

Minor changes will work through 
to the future. What constitutes a 
minor or major change is up to you. 
Here’s an example of a minor change: 
A PC who kills his ancestor discovers, 
on returning to his present, that he 
now has a completely different set 
of ancestors and, from the point of 
view of everybody else, a new iden- 
tity. He is still a Victorian inventor, 
but he lives in a different house and 
has a different name. 

The PCs can retroactively change 
history for everyone else. They will 
retain their memories of events 
which—now, after the change— 
never happened. Assuming the PCs 
aren’t the only people who can travel 
in time, you'll need some justifica- 
tion for why history isn’t continually 
being revised in minor ways. Pre- 
sumably someone who is immune 
to having their memory altered is 
fighting to maintain the status quo. 
In Feng Shui, it’s the various factions 
in the Secret War. It could be time 
cops, Time Lords, whatever. This is 
even more important for the next 
theory, fragile history. 

Elastic history is fine for a time- 
hopping campaign, but works 
better in combination with fragile 
history; that is, history is basically elas- 
tic, but has a breaking point if a 
unique condition is met. 

Example: Let's say, in a superhero 
game, three heroes are blown away 
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Go ahead and napalm your knights. Anything goes in time-travel-based RPGs. 


by Dr. Megatonne; the fourth, an 
inventor called Omega, escapes and 
subsequently invents a time travel device. 
Omega travels back to the fight with a 
howitzer aiming to “surprise” Dr. Mega- 
tonne and save his friends. Alas, the three 
heroes do a double-take when the newer 
Omega appears and Dr. Megatonne 
wastes them in the confusion. “Omega: 
Whose Side Are You On?” reads the news- 
paper headline when Omega returns to 
his own time. He’s changed things a lit- 
tle, but that’s all. 


theory #3: fragile history 
Any change in history will completely 
derail the future. If the PCs kill Hitler, 
World War II doesn’t happen. What hap- 
pens next is up to you. Possibly Stalin 
takes Poland, then advances across 
Europe. Britain, Germany and the United 
States ally against Russia, causing the fall 
of communism in the 1940s, but result- 
ing in the Federal States of Russia and 
East Asia arising as the premier super- 
power in the 1980s. 

Since events snowball rapidly, don’t 
make the trigger for change too sensitive 
unless you want to keep track of, for 
example, every cigarette butt the players 
drop in the past. Let the PCs get away 
with anything that doesn’t contradict 
recorded history. 

Most players will assume they’re oper- 
ating under this theory of time travel; 
don’t disillusion them, whichever the- 
ory you are using. It is, arguably, the 
most satisfying for them, but it’s the most 
work for a gamemaster, especially in a 
time-hopping campaign. 

Fxample: The PCs have a blank slate. 
Their actions in the past are as unlimited 
as their actions in their own present. If 
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they save the life of Julius Caesar, they 
might unwittingly prevent the fall of the 
Roman Empire. In fact, the empire might 
continue up to the players’ present: a 
stagnant, slave-based society with only 
minor technological advances. Everything 
the PCs ever knew will be gone. Ooops. 


theory #4: parallel 
timelines 

You can’t change the past, but you can 
jump to a parallel world. So when the PCs 
travel back in time, they appear in a 
parallel timeline where the present 
corresponds in some way to the events 
of the PCs’ own timeline. 

The new timeline could be exactly 
the same as the one in the PCs’ past 
up until the point they enter it. At that 
point everything will diverge from the 
history they know. So if a villain goes 
back in time and kills Abraham Lincoln, 
he really will kill him in the new time- 
line, splitting the United States into two 
warring nations in only that timeline. In 
the villain’s own timeline, however, 
nothing will change—except the 
villain disappears. 

Another possibility is that the PCs travel 
to what is an “alternate world” timeline 
already. For instance, the PCs might 
appear in a world where Germany and 
Japan won World War II, where the social 
roles of men and women are reversed or 
where dinosaurs didn’t die. 

This theory is great for a wide-ranging 
campaign, as you can send the players 
anywhere. A minor problem is that the 
players may feel cheated; they can’t 
change things where they really count— 
i.e., in their own timeline. 

Example: The PCs step back a decade 
into their past, where they meet younger 


versions of themselves. They may want 
to give advice to their doubles so they 
don’t make the same mistakes the PCs 
made, but maybe the doubles aren’t that 
happy to see them. 


theory #5: the unknown 
You don’t have to use any of these theo- 
ries of time travel, of course. You could 
invent your own. For instance, maybe his- 
tory is fixed and if you do anything that 
contradicts it, you immediately get 
returned to your own era. Or maybe you 
can only spend a set amount of time any- 
when that’s not your present—say 60 
minutes—before reality snaps you back 
to your own era? 

Maybe you can only travel mentally 
within your own lifetime; you can travel 
backwards or forwards and do things 
differently, but you can never be in two 
places at once or travel outside your 
own lifetime. 

After you've got your theory straight, 
be sure to run through a few possible sce- 
narios in your head before the players 
make their first trip. 

Example: Time travel lets a reality-alter- 
ing “chaos” seep into the world, warp- 
ing those who travel in time or warping 
their arrival/departure points. PCs them- 
selves could be changed; upon each 
return to the present, their belongings 
take on elements of the time periods 
they've visited. Or maybe a trip to the 
past introduces this “chaos element” and 
changes start to spread. How can the PCs 
fix the past when every time they go back, 
more chaos is introduced? 


there and back 

How the PCs travel in time isn’t that 
important. For the sake of a story, play- 
ers can swallow any scientific or magi- 
cal gobbledygook: rifts in space, a 
Victorian machine, a blue police tele- 
phone box, a high-level magic-user spell. 
All are fine. 

The main criteria is that time travel 
should be difficult. Otherwise, everyone 
would be doing it. In a sci-fi game, a 
time-travel device would be highly 
guarded. In a fantasy scenario, the spell 
might require exotic components to cast 
and only be known to a small number 
of sorcerers. If there are time holes in 
space, there should be few accurate 
maps of them. 

A secondary criteria is that time travel 
involves some kind of special effect. 
Characters should arrive surrounded in 
a nimbus of electricity, throwing up their 
breakfast or spend an instant surrounded 
by the screams of lost souls who have 


been erased from time—anything to 
remind them that it’s not like merely walk- 
ing out the door. 

Most importantly, you should ensure 
that the means to travel in time stays in 
your control, not the players’. If they 
possess the device themselves, make it 
unreliable. Or have a non-player character 
(NPC) use the device on them. This might 
seem totally arbitrary and unfair. It is; how- 
ever, it is also necessary. If you don’t agree, 
wait until five duplicates of your party’s 
gun-nut are hunting tyrannosaurs on an 
evening when you'd prepared a scenario 
about smuggling on the Thames in 18th 
century London. 


character translation 
When characters from one era arrive in 
another, it’s simplest if they just appear the 
way they left. A wizard arriving in the 20th 
century in a business suit stretches credi- 
bility in a way that a wizard arriving in his 
own robe doesn’t. 

This isn’t to say you can’t impose some 
conditions. In “The Terminator,” only liv- 
ing material can travel in time. Or you 
could have only the minds of the charac- 
ters travel in time, as in the TV series 
“Quantum Leap.” So if your Victorian PCs 
travel back to the Iron Age, they arrive in 
the bodies of, for example, Celtic warriors. 
You'd then need to generate new physi- 
cal stats but not mental stats or skills. 


Game statistics and rules are otherwise 
not a problem. If you play GURPS or the 
Hero system, you're laughing; they'll fit 
any period. But even if you play a game 
that’s tied to one genre like AD&D, creat- 
ing damage ratings for 20th century guns 
and so forth should be straightforward. 
Don’t feel obliged to switch game sys- 
tems; your players will only be confused by 
the abilities of their new characters. Make 
the new world come to them. 

Time travelers in the past are rarely a 
problem. Physics, like logic, should work in 
any world. Your space age mercs will have 
their lasers until the batteries run down. 

Magic is trickier. What if your AD&D 
mage comes to the present day? Feng Shui 
answers this problem by giving its 
different junctures different ambient magic 
levels, making magic easier or harder to 
use—easy in A.D. 71, hard in A.D. 1998. 
If you like the idea, you could rule that an 
AD&D mage’s spells take 10 times longer 
to cast or have a chance of failure in the 
20th century. If not, go with what makes 
you comfortable. 

Language difficulties in time travel 
adventures are a drag. Make sure one of 
your PCs has a universal translator, a 
“comprehend languages” spell or a 
phrase book. Or let them learn the new 
language in nothing flat, like H.G. Wells’ 
time traveler. They're here to adventure, 
not mime. 


Check your power armor before time warping back to 150,000,000 B.C. 


your campaigns 
FREDO D 


(The Jurassic Age) 
Time Theory: Fragile. 
Possible Scenario: An arena destr 
PCs’ town or castle with dinosaur-riding c 
slaughtering hundreds. Can th a 


(The Middle Ages) 


Time Theory: Parallel Timelines. 


PCs fantasy world, which the players may 
is medieval 


(Renaissance England) 
Time Theory: Fixed. 
Possible Scenario: The players are'on 


up Britain's Houses of Parliament. 


ing one of the many casualties of war. 
don’t, the man will never discover the 


_ one of the great diseases plaguing their 


(Post Apocalypse) 
Time Theory: The Unknown. 
Possible Scenario: Earth is a blaste 
some bizarre time travel apparatus. The 


automatically return to their own time 


the more they start to “fade” from reali 


before it’s too late? 
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Top 5 time settings for 


5 go back i 
time and stop him from getting the eggs? 


Each trip brings torture and manipulation to 
PCs; they realize that the more trips they make, 


oys the 
avalry, 


.. Possible Scenario: If you're running a science- 
fiction or modern-era campaign, it’s a dose of 
fantasy. If you're running a fantasy campaign, 
it’s c historical look at how life really was in the 
13th century, and how different it is from the 


believe 


Smeets 


he trail 


of an insubstantial chaos demon, which now 
resides in the body of an inniocént man called 
Guy Fawkes...who subsequently decides to blow 


of World War Il (or you could substitute any other 
war) fo stop a single combat medic from becom- 


If they 
cure fo 
era. 


d ruin. 


Aliens have brought the PCs here for sport through 


PCs are 


under the aliens’ control for a few hours; then 


ty. Can 


the players figure out a way to stop the ee 


83 


. 
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What happens when a medieval priest runs into a futuristic robot? 


We'll close our eyes. 


The point of time travel is to open new 
areas for your players to explore, not to 
revise what they did yesterday over and 
over again. Keep the following in mind: 
Few jumps. Occasional big jumps are 
better than frequent little jumps. You can 
enforce this by not letting the PCs keep a 
reliable time travel device or by making 
only certain dates “open” to time travel. 
Maybe the “essential swirliness” of the time 
continuum means that there are only a 
dozen different dates to which they can 
travel. Or you could rule arbitrarily that only 
one version of a person can be in one place 
at any one time; any others will be D.O.A. 
If you do allow more than one version of 
a PC to exist, give the player control only 
over the most “recent” version. Earlier ver- 
sions should be NPCs controlled by you; 
this can lead to interesting situations. 
Historical knowledge. Knowledge, or 
lack of it, is another hurdle. Most of us 
have a grasp of pseudo-medieval Europe, 
but what about Elizabethan England or 
South America in the 1700s? Sourcebooks 
will help but they're difficult to manage if 
your players suddenly turn up where you 
least expected. Unless you improvise well, 
they should travel somewhere only when 
you're ready for them to go there, so you 
can prepare the ground ahead of time. 
I/ve assumed you'll use Earth for time 
traveling. This isn’t necessary, but its 
detailed history makes it so much easier if 
you do. If you don’t, either write a detailed 
history for your own campaign—and let 
the players see at least some of it—or pick 
a world that already has a detailed back- 
ground; Traveller's universe would work, 
as would Glorantha’s or MERP’s. If your 
players don’t have a grasp of your world’s 
history, time traveling will bomb. 
Erasure. A big problem when you’re 
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GMing with a fragile history or a parallel 
reality timeline is that you'll continually 
be erasing all your hard work. Your cam- 
paign gets rubbed out each time. All those 
NPCs you lovingly detailed never existed. 

You can get around this in a way that’s 
still satisfying for the players by using this 
theory: The soul is immutable. People’s 
histories can be changed, but their souls, 
their personalities, stay the same. So the 
same NPCs exist in different circum- 
stances, with different memories. 

Let’s say, in a fragile timeline, super- 
heroic PCs return to their present to find 
they've accidentally allowed Japan to win 
World War Il. Their archenemy Dr. 
Megatonne never existed, but a similar 
miscreant with the same traits currently 
does. Only now, this “new” villain is the 
commander of a POW camp, where all 
captured resistance fighters are sent. 

The PCs—they discover from “old 
friends” who know them by other 
names—are such resistance fighters... 


time’s up 
Time travel offers some interesting philo- 
sophical paradoxes, but while these may 
work well in novels or in the smoke-filled 
rooms of student discussion groups, they 
usually suck wind in a game situation. 
The whole point is to take your players 
somewhere interesting and new, not just 
to whisk them out of the dungeon and 
into a confused argument. Your cam- 
paign might be sophisticated, but don’t 
lose sight of the fact that roleplaying is 
about having fun, not crunching logic. 
So what are you waiting for? The his- 
tory of the universe is at your fingertips. 
It’s about time you get started... 4 


Dan Joyce wishes he had the keys to Dr. Who's 
TARDIS, so he could throw them away. 


Check-out 
Time 


ue if ; iVel 


The ultimate action RPG. Eunuch sorcerers, mar- 
tial artists, men in black suits and futuristic 
cyber-demons‘try to erase each other. The PCs 
are caught in the cross-fire. 


A sourcebook giving alternate histories. Invaluable 
for “infinite timelines” or “fragile history” gaits. 


Offers a survey of time travel adventures and 
dimension travel in fiction and scientific thought as 
well as insights on possible paradoxes, campaign 
backgrounds and a timeline of interesting dates. 


BOOKS 

Tim Powers. 
A 20th century historian travels to London circa 
1810. Classic “fixed history.” 


Barrington J. Bayley. 
Two empires iry to erase each other from his- 
tory. Excellent time theories. 


Dean R. Koontz. 
Nazis try to win World War II by time traveling 
into the future. 


Ray Bradbury {short story in R is for Rockef). 
A time traveler hunting a Tyrannosaurus rex 
changes the course of history with a single mistake. 


, H.G. Wells. 
The original. A Victorian inventor travels into a 
ghastly for future: 


FILMS 

(1984) 
A cyborg assassin tries to kill the mother-to-be 
of the leader of the human rebels. Fragile his- 
tory: “There is no fate but what you make.” 


(1995) 
A survivor in a plague-ridden future returns to © 
our present to attempt to locate an original 
sample of the virus so future scientists can, cre- 


ate a vaccine. Fixed history. - 


By Rick Swan and the /nQuest staff. Artwork by Brian Douglas Ahern. 


rade A stinkers abound in the world of gaming. We | scorch the wallpaper and send buyers fleeing for the hills. 
named more than a dozen in last year’s “Games So join us as we look at some of these losers. We'll peek 
That Suck” article (InQuest #29). But it’s not 


at the pathetic premise, the would-be audience (Its Only 
enough to just name ‘em; we want to stop them: stamp ‘em | Chance), possible expansions (The Franchise) and the 
out before they ever get made. So, as a preemptive strike, } ultimate reason for the game’s demise (The Worst Part). You 
we compiled a list of games that should never be made. 


may want to get a clothespin to protect those delicate nasal 
Ever. Games that would stink so bad they'd peel the paint, | passages before reading further. 


i, Sesame Street RPG. 


Premise: To get a piece of that high-spending young audience, White 
Al Wolf decides it needs to license a big property. But all the good one’s have 
been taken, except... “Sesame Street.” In this chilling RPG, titled Oscar: 
The Grouching, you assume the role of a pissed-off puppet. With disciplines 
like Alphabetaulogy, Countecism and a key stat based on how much room 
your character has to accommodate a hand up its butt, characters struggle 
| to find their place in the Goth-Pup world. Gradually they become Dark 
# Muppets, also known as Mupperou. As their fiery world, known as 
ChiTeWo, closes in on them, the Mupperou each confront their greatest 
horror: “Evil” Ernie faces the rubber ducky from hell; Bertferatu must face 
RN! The Count for leadership of the clan; Cookie Monster is stalked by a garlic 
Yi macaroon. Mupperou advance through the Traditions, passing from the 
Masquerade to the Progeny until they at last become the Stuffed, a state 
which can only be attained through regular sustenance in the Binky Pool. 


Its Only Chance: TV stations start intercutting “Sesame Street” with 
horror movies, introducing characters like Fozzie Krueger, Norman “Big 
Bird” Bates and Tickle-Me Jason. 


The Franchise: Significant crossover potential with 
other children’s shows. New characters could include Assamite Sam, 
Ravnos Runner and Brujah Bunny. 


The Worst Part: When exposed to the fiery pits of the 
underworld, Mupperou tend to ignite. Every sourcebook is sponsored 
by the numbers 6, 6 and 6 and the letters d, i and e. 
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Moby Dick RPG 


Premise: The gamemaster plays the whale, known 
as el grande Moby in the Spanish version. The players, 
as the captain and crew, are rated for Endurance, 
Stamina, Endurance and Disguise Self as Carp. The 
typical game—actually, every game—revolves around 
the captain and crew roaming the ocean, looking for 
whale, not finding whale, going home. A “Swab the 
Decks” sequence occurs between games where the 
captain earns experience points for (1) giving 
inspirational speeches 
about whale obsession and 
(2) buffing his leg. The 
crew earns them for (1) 
staying awake and (2) not 
giggling. The game really 
comes alive roughly two 
percent of the time when 
you get to roll a “thar she 
blows” encounter. The 
crew then gets to launch 
toothpick harpoons at the 
GM, while he simulates 
whale spray by filling up his 
mouth with Dr. Pepper and 
popping his cheeks. 


Its Only Chance: Game 
is declared a classic and kids 
are forced to play it in school. 


The Franchise: james Cameron makes game into 
an epic film, West End gets rights to RPG based on the 
film (but releases no supporting materials), Wildstorm 
Studios makes a Dickblade comic based on a Wizards of 
the Coast CCG. Action figures follow... 


The Worst Part: Keeping Ahab’s wooden leg away 


Sa 
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Spice Girls CCG 


Premise: Colorful deck includes multiple images of 
Sporty, Baby, Scary, Muggy and Loopy, plus two 
auxiliary members, Stinky and Bloaty. Each card contains 
only one number for “Girl Power,” either one, two or, 
uh, two. To play, deal out six cards, then take 15 
minutes to arrange them right-side-up in hand. If 
successful, players then attempt to add up “Girl Power” 
ratings—whoever scores highest, wins. Weeee! Advanced 
game involves the Spice Girl Challenge, where players lay 
cards on the table and shout “girl power!” along with 
the card’s value. After players have placed their cards, 
they roll dice to see who wins. 


Its Only Chance: Collectors will want to acquire 
entire set that, when assembled, shows a life-sized 
reproduction of Baby Spice’s butt. Hardcore fans will 
want to confirm the rumor that the deck contains a 
nude photo of Stinky. Manufacturer, however, will 
deny everything. 


The Franchise: Expansion decks introduce 
additional power cards like three’s and four’s. Whoever 
currently owns OverPower will claim game violates their 
patented play methods, ending franchise. 


The Worst Part: Trying to figure out how many 
is SIX. 
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Klingon Scrabble 


Premise: Players decide who goes first after participating 
in the Sacred Right of Kar’gap Uulon, where opponents hold 
each other to the floor and stuff tiles down each other’s 
throats. This continues until somebody barfs, at which point 
his family is admitted into the High Council and the Scrabble 
game can get underway. First player screams the warrior’s 
cry, hacks up tiles into a bucket. While they’re floating 
around like alphabet soup, he forms words. Every word 
counts. “Klaataka,” “blhq’’ 
and “q’aapla” are all legal, 
making for an interesting 
but lengthy game. Victory 
goes to whoever wins 
Martaak Fun’gan’s 
Showdown of Honor, in 
which players use the game 
pieces as weapons. Double 
points are scored for 
landing blows to the head 
with the game board. 
Putting an eye out with a Q, 
X or Z tile ranks as a Triple 
Wound Score. 


Its Only Chance: Those guys at conventions. 


The Franchise: Klingon fever sweeps the country. 
Milton Bradley releases Bat-lethship; Mayfair, Klingon 
Encounters and Parker Brothers, (Get A) Clue. 


The Worst Part: Barf-encrusted tiles reek of blood wine. 
Fourteen Q’s in Klingon version of Scrabble. 


Brady Bunch RPG 


Premise: Players assume the roll of one member of the 
cast (Mom, Dad, Alice, Greg, Peter, Bobby, Marsha, Jan, 
Cindy, Bloaty, Stinky), with statistics determined for 
Attractiveness, Intellect and Acting Like a Dork. Each PC 
competes for victory points by completing a specific task. For 
example, boisterous Peter must date the girl of his dreams; 
determined Greg must nail Mom; loyal Dad must nail Bobby; 
fun-loving Jan, must subject Marsha to painful lingering 
torture. Bonus points are awarded to any cast member who 
successfully exposes guest star Keith Partridge as a woman. 


Its Only Chance: A surprising number of potential 
buyers are still hot for Alice. 


The Franchise: Campaign modules include A Very 
Brady Amputation and The Brady Girls Get Neutered. 


The Worst Part: Players must begin each game by 
singing the theme song while forming letters with their 
bodies like The Village People. 


Xe 
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Jerry Springer RPG 


Premise: Players begin by rolling on three charts to | 3. Innocent Victims (Wrongly Imprisoned Felons... Women 
determine type of guest they'll be portraying: 1. General | Who Once Were Men... Bigamist Corpses...) Stats are then 
Category (Angry Men... Transsexual Children... Bi-Racial | rolled up for Charisma, Fast Talk and Expertise With Folding 
Cyber. Sluts...) 2. Forbidden Activity (Who Are Attracted }| Chair. Gamemaster assumes the role of Jerry Springer; PC 
To... Who Want To Beat Up... Who Want To Urinate On...) | guests argue and bicker until a fist fight breaks out or 
everyone feels compelled 
to take off their clothes. 


Its Only Chance: 
Game fans encompass 
surprising number 
of exhibitionists. 


The Franchise: 
Pregenerated adventures 
include | Married My 
Split Personality, Marilyn 
Manson’s Baby is My Eye 
Doctor and Cross-Dres- 
sing Hamsters in the KKK. 


The Worst Part: 
Getting ass kicked by Ricki 
Lake RPG. 


Premise: |n the far-flung future, on the edge of known 
space, a band of intrepid entrepreneurs have established an 
intergalactic convenience store known as Deep Space 7- 
Eleven. You begin by rolling up an alien (Vulcan, Romulan, 
Blue Guy With Antler Thingies) and the basic skills (Pilot 
Spacecraft, Aim Phaser, Operate Weenie Machine). Then, as 
one of the entrepreneurs, it’s your job to transform this 
struggling enterprise into a thriving money machine, and it 
won't be easy. Not because of threats of war, not because of 
hostile extraterrestrials, but because, well, there isn’t that 
much business out there in the middle of nowhere, you 
dope. Between long stretches of sitting around, you'll 
bargain with wily Klingons over the price of Lucky Strikes, 
comfort distraught Romulans over losing Power Ball tickets 
and thwart underage Ferengi attempting to buy Bud Lite. 
But mostly, you sit around. 


Its Only Chance: Fair number of players with Buick- 
sized butts. 


The Franchise: Finely detailed miniatures add touch of 
realism, such as Vulcan Ambassador Sipping Slurpee and 
Romulan General With Twinkie. 


The Worst Part: Time spent unclogging Cheeto- 
stuffed transporters. % 


Rick Swan and the InQuest Staff were official sphere moisteners 
for the Klingon spitball team. 
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crew of the Weatherlight is © : | 
trying to:get-out.of the dark plane | 7 e (Weatherlight’; the prequel to the Ra 
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= ~ Jem on. It’s as easy as pulling a 
sliver out of a,Mogg’ s paw..So get 
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BABYLONIN MINIATURE 


When you're fighting for the Third Age of Mankind, it’s always good to bnew 
you have a warfleet or two in your pocket. Now that Agents of Gaming is 
producing Babylon 5 ship miniatures, you can have all the firepower you need 
for the licensed Babylon 5 game or any other science-fiction miniatures game 
you may see fit to play. AOG has shipped over a dozen models, including 
fighters (“B5”’s familiar Star Fury, Narn Frazi, Centauri Sentri, Minbari Nial and 
Flyer, $6.95 apiece in three-ship blister packs), warships (Earthforce Hyperion, 
$8.95; Centauri Vorchan, $6.95) and heavyweights like the Earthforce Omega 
Destroyer and Minbari Sharlin WarCruiser ($11.95 each). At least eight more 
sculptures await Warner Brothers approval, and AOG has ambitious plans for 
dozens more, including every ship yet seen and the B5 and B4 Stations: 

AOG sells the miniatures unpainted, but you can ogle. aes 
snazzy paint jobs at www.agentsofgaming. com/b5wminis. htm. 
Questions? E-mail aog@agentsofgaming. com. 


MAP YOUR WAY HOME 


If your best RPG mapping supplies up till now have 
consisted of crayons and colored paper, ProFantasy rides to 
your rescue with its software mapping program Campaign 
Cartographer 2 tied to its saddle. Now revved up for 
Windows 95/NT, CC2 allows you to design floorplans and 
maps for fantasy, modern and science fiction settings. Use 
over 500 symbols for fantasy and contemporary maps, 
including heraldry, fonts and icons to bring your RPG maps 
to life. CC2 sells for $75.95 plus shipping. Contact 
ProFantasy at 1 (800) 841-1487 or on the Web at j 
http://www.profantasy.com/profant for more details. ; 


VADER REVEALED 


Darth Vader has been immortalized in an incredibly detailed 
life-sized bust by Mario Chiodo. The Darth Vader Reveal 
Maquette exactly duplicates the de-helmeted Anakin 
Skywalker as seen in the final moments of “Return of the Jedi.” 

At $1,325, it’s no steal, but you sure get your money’s 
worth. Anakin’s scarred face is hand-finished latex. The 


Teeny, tiny hunks of metal) 
_ all alone in the night 


o 
les, 


30-inch sculpture, complete with satin cape, uses the 
same materials as the original movie costume. The 
shoulder pads and chest plate were modeled in fiberglass 
08 original Lucasfilm molds, as was the 
detachable helmet 
on its separate 
display stand. The 
run is limited to 
9,500 units. 
Cooma cit 
IIlusive Originals at 
1(800) 258-1044, or for 
| an up-close peak at 
Vader's head, visit 
Collectors Empire at 
www.collectorsempire. 
com/illusivereveal.htm 


er quit while I'm still ahead 


YEAR OF THE DRAGON 


According to the Chinese calendar, the next Year of the 
Dragon will be the year 2000. But TSR is making 1999 the 
draconian year... at least for Dragonlance fans who want to 
spend a year with Tanis, Tasslehoff Burrfoot and other fun 
Krynnish folks. If you're tired of observing Presidents’ Day 
and Halloween, this full-color Dragonlance calendar 
($12.99), with art drawn from past game and book covers, 
marks major Krynn holidays and birthdays of the characters. 
(But just try getting off work for Lord Soth’s birthday...) 

For more information, check www.tsrinc.com or your 
local bookstore. Incidentally, by the Chinese calendar, 1999 
is the Year of the Hare. 
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FAMILY FEUD 


Ever since Antiquities, WotC has dropped 
dark hints about the ancient war waged 
by the brothers Urza and Mishra which 
destroyed Dominaria and caused the Ice 
Age. Jeff Grubb, longtime TSR staff 
designer and novelist, has laid bare the 
gory details of this conflict in the first of a 
new line of Magic novels from Wizards 
Jof the Coast. Trained as a civil 

engineer, Grubb fashioned Urza and 
Mishra’s characters to dramatize the conflict between his 
own technical and artistic sides. To see which side of 
Grubb won, check your nearest bookstore for The Brothers 
War ($5.99). 


DICE 0’ DARKNESS 


Dice are hard to hype, but White: 
Wolf gives it a go in the text on the 
box of new dice sets for their Ag 
Vampire: The Dark Ages, 
Changeling, Mage and Trinity 
lines (10 10-sided dice complete ee rf @ 
with color-coordinated carrying ‘Ghangeling dice 
bag, each for $6.99). Ready? Here’s the’ 

pitch: “Now you can bring unpredictability to your 
Changeling game. Chimerical and festive, these dice will 
take your game one step closer to the Dreaming. These 
dice are a necessity for any who would brave these dark 
times.” Ball or strike? Who cares? They look cool. While the 
umpires are conferring, review the evidence at your local 
game store or www.white-wolf.com. 


The Brothers War 


Photo: Paul Schiraldi 


F THE MONTH 


These graphics are so eal 1 ae they're real” a 
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YOUR WHOLE LIFE ON ACAR 


When the first abacus-style Magic life counters came out, 
players abandoned their glass beads and dice in droves. 
Only problem was that the new counters were darn 
heavy. Enter...UltraPro! 
UltraPro, makers of Deck { 
Protector card sleeves and 
DeckPro deck boxes (see 
“Treasure Chest” in /Q 
#36) is producing licensed 
Magic life-counter cards in 

sturdy plastic ($2). Each card is illustrated with its picture 
from its Magic card: Hammer of Bogardan, Lotus Vale, 
Relentless Assault, Silver Queen, Meditate and Balduvian 
Horde. Make a flashy new fashion statement on the 
tourney floor with a color-coordinated deck, box and life 
counter! This and other ingenious inventions can be seen 
at www.ultra-prostorage.com. We’re still waiting for 
licensed Atog underpants. 


LOVECRAFT A T0Z 


If you ever find yourself in a Cthulhu spelling bee, your only 
hope of survival is Chaosium’s Encyclopedia Cthulhiana, 
compiled by Daniel Harm ($14.95). Chaosium’s second 
edition reference guide covers all things Cthulhu—from Abith 
to Zvilppoggua—with new thumbnail illustrations, a billion- 
year timeline, “A Brief History of the Cthulhu Mythos” and 
yet more Necronomical information. If you think you can 
handle all of this forbidden lore, seek out this 448-page tome 
at specialty bookstores, www.chaosium.com or e-mail 
chaosium@chaosium.com. 


Magic counters 


In Digital Extremes’ Unreal, the alien prison starship Vortex Rikers 
crash lands on a hostile world where Skaarj warriors have enslaved 
the mystic Nali High Priests. Armed with a flak cannon, razorjack 
and stinger, you fight your way through tarydium mines, Nali 
ruins and a sky city—killing Krall hunders, bioengineered Brutes, 
and about 25 other icky races who get in your way. Yes, it’s a 3-D 
shooter, but 24-bit color, detailed enemies, vast levels and easy 
multi-player setup have kept thousands of Quake fans waiting 
impatiently for over two years. As you read this, Unreal should 
finally have shipped from distributor Epic Megagames. Lose touch 
with reality at www.unreal.com. 


, UNCLASSIFIABLES @ ACCESSORIES e BINDERS @ AMUSEMENTS © THING 


MAGIC PADS 


Naturally, you’ve already decked yourself out with Magic T-shirts, 
card boxes, counters, calendars and Black Lotus tattoos, so your 
only remaining accessory is the official Magic: The Gathering 
mousepad from Graphic Finishers of America ($9.95 each). Lest 
you think you can sate your appetite with but one mousepad— 
and they are limited editions—know that there are six in the first 
series, featuring the likes of the Rathi Dragon, the Weatherlight, 
Black Lotus, Morinfen, Commander Greven i/-Vec and our old 
buddy, the Juzam Djinn. According to Michael Rokop at Graphic 
Finishers of America, a web page is imminent. In the meantime, 
call toll-free 1 (800) 325-9333 for more information. 


IMPERIAL WALKERS BARE ALL 


Ever wonder what Luke blew up inside that Imperial Walker with 
his grenade? Now you can fully visualize the carnage as you gaze 
into the inner recesses of the Empire’s All-Terrain Armored 
Transport. The latest in Sci-Pub Tech’s series of Star Wars posters, 
this huge, 36”-by-24” AT-AT and Snowspeeder Cutaway Poster 
reveals the interior of not only the Imperial Walker, but one of 
Rogue Squadron’s snowspeeders. Sci-Pub Tech is offering a 
regular print for $19.95, and a $40 deluxe edition on heavy 
paper—signed and numbered by the artist—which comes with a 
Certificate of Authenticity. To get your poster, visit your favorite 
specialty shop or www.scipubtech.com/. 


HELM OF CHATZUK 


Okay, so it isn’t really a Magic card—hell, it isn’t even an L5R 
card—but we defy anyone facing you across the game table not 
to be intimidated when you appear wearing this 20 gauge steel 
samurai helmet made by the craftsmen at Valentine Armouries. 
This particular beauty was a special order that went for $800 
samolians. Depending on your own personal tastes, the lacing on 
the neck piece comes in several different colors, and the fierce black 
mempos, or mask, can be any design you want. They'll be happy 
to work with you to create something truly unique. Contact 
Valentine Armouries through their website at www.var- 
mouries.com. 


WHITE WOLF T0 A“T” 


White Wolf is producing a new T-shirt. Guess what color it is. 
G'wan, guess! Chartreuse? Mauve, maybe? Turquoise? Silly 
person! If it’s from White Wolf, basic black is the only possible 
answer. Now available in big’n beefy size is the official Trinity Tee 
($17.95), featuring a Leif Jones illustration of the Psions 
defending the Aon Trinity from Aberrants and other futuristic 
nasties. For more info, visit White Wolf Game Studio at 
www.white-wolf.com. 


Want your gaming-related merchandise featured in “Treasure Chest”? 
Don’t just stand there nodding, package up a copy and send it to us. Ifit’s - 
good and we like it, you'll see it in these _ oa the loot tor 


TREASURE CHEST. 
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PRICE GUIDE INTRO 


Tracking trends in the card game market 


Once again, people, this is “Cardstock,” and | am former lowa resident Lars Pearson, the only 
man in the gaming industry with rabbit trophies in his office. Go figure. 

First, a quickie: DOOMTOWN, a new GGG based largely on the Wild West and poker, is selling 
strong, but singles trading remains syrupy because the booster packs, each with three rares, are 
giving consumers terrific value for your money while simultaneously crushing Doomtown’s overall 
market value. By the way, don’t ignore the Joker, a card that is of course wild, doesn’t count 
toward your deck allotment of 52 cards and is your best asset during gunfights. 

Second, consider Magic. Aside from the news that STRONGHOLD is the most volatile Magic 
expansion right now (¢’mon, like ya didn’t know), the cards on players’ minds this month are: 

© MOX DIAMOND (Séronghold)—Everyone’s out to get a Mox Diamond, that lusterful, mana- 
generating gem with the damnable limitation that you have to pitch a land to bring it into play. It 
finally dawned on players that Harvest Wurm, a common Weatherlite card, can return any basic 
land card from your graveyard to your hand, offsetting the loss. There’s no way the common 
Wurm will go up in price, but the new strategy has made Mox Diamond a more popular diamond 
than the Pink Panther. 

© ROLLING STONES (Stronghold\—Like comedian Stephen Wright, we love the Stones. All the 
Stones. The rock band. Fred and Barney. And now, players love Rolling Stones, one of the more 
underrated Stronghold cards. It allows walls to attack, turning formerly passive cards like Sun 
Web (Mirage) and Carnivorous Plant (Fourth Edition, The Dark) into mobile barriers of terror. 

© MEGRIM (Séronghold)—Surprisingly popular for an uncommon card, Megrim gives your 
opponent two damage whenever he discards. The repeated hits will make him cuss up a bluestreak, 
especially if you employ Prosperity (Visions), forcing him to draw and overloading his hand. 

© TRADEWIND RIDERS (Zempesij—1) Tap your Tradewind Rider, plus two other creatures you 
control; return a target permanent to its owner’s hand. 2) Watch your opponent sweat blood. 

© NEGROPOTENGE (Fifth Edition, Ice Age)\—Let’s he honest: Many Magic players are obsessed 
with death, perhaps due to the pasty white complexion they get from playing cards and never 
seeing the sun. But who're we to complain? Anyhoo, Neeropotence lets you set aside the top card 
of your library, then add it to your hand at the start of your next discard phase—the foundation 
of the aptly-named Necro deck. 

© BALL LIGHTNING (Fourth Edition, Fifth Edition, The Dark)—An old favorite because there’s 
something satisfying about zapping your opponent, Ball Lightning is augmented by the Stronghold 
common Fling, which lets you sacrifice a creature and deal damage equal to its power. 

That’s all for now. Take care, and in the words of Shakespeare, “Cowards die many times 
before their deaths, the valiant only taste of Deathlace but once.” 


SSS 
PRICE CUIDE CONTRIBUTORS 


A.& S Comics in North Bergen, NJ; Adventures in Comics & Games in Carmichael, CA; All About Books & Comics V in Tempe, 
AZ; All Ameritan Comics in St. Louis, MO; All Pro Sports in Newark, DE; American Comics & Cards in Chattanooga, TN; Augusta 
Comics & Cards in Carmel, IN; Austin Books in Austin, 1X; Barry's Collectors Corner in Grand Forks, ND; Bob's Hobbies in 
Springfield, MA; A Book Deal in Roswell, GA; Book & Music Exchange in Louisville, KY; Books, Comics & Things in FH. Wayne, 
IN; Books Galore in Erie, PA; Brainstorm Comics in Frederick, MD; Brandywine in West Chester, PA; Banca Comics in 
Valrico, Fl; Card & Comic Arcade in New York, NY; Card & Comic Empire in Huntzville, AL; The Card & Comic Shop in Port 
Lavaca, TX: Cards, Coins & Collectibles in Monroe, LA: Cards & Comics, Inc. in Twinsburg, OH; Castle Archon in Erie, PA; Castle 
Comics in Porismouth, OH; Chimera Comics & Cards in Fond Du Lac, WI; Classic Comics in San Angelo, TX; Claude's Comics in 
Hatboro, PL: Coastside Comics in Pacifica, CA; Collector’s Choice in Athens, TN; Collector’s Lair in Lynchburg, VA; Collector's 
World in Anderson, IN; Comic City in San Diego, CA; Comic Cubicle in Williamsburg, VA; Comic Dreams in Manteca, CA; Comic 
Dungeon in Riverside, CA; The Comic Shop in Fairbanks, AR; The Comic Shop in Garden City, KS; Comics on Parade in Santa 
Barbara, CA: Comic Town in Reynoldsburg, OH; Comic World, Inc. in Stafford VA; Comics Warehouse in Albuquerque, NM; 
Comics & Comix Inc. in Rocklin CA; Comics Inc. in Fayetteville, NC: Comically Speaking in Maynard, Mak; DR Comics & MR 
Games in Ookland, CA; Daddy’s Toys in McHenry, IL; Discount Hobby in Kalamazoo, Ml; Dover Cards & Comics in Dover, NH; 
Dragon's Lair in Austin, TX; The Dragon’s Lair in West Springfield, MA; Dreamscape Comics in Easton, PA; Dugout Sportscards 
in Corpus Christi, TX; Eagle Hill in Presque Isle, ME; Fantasy Factory in Dalton, GA; Fantasy Works Comics in Aurora, C0; 
Fantasy Zone Comics in North Kingstown, Rl; Fiction Comics in Porterville, CA; Front Row in Severne Park, MD; Gallop’s Comics 
& Games in Statesboro, GA; Game-Alot in Santa Cruz, CA; Games, Crafts, Hobbies & Stuff in Overland, MO; Games Plus in 
Woodinville, WA; Gator Country Cards & Comics in Gainesville, FL; Golden Comics in Action, MA; Golden State in Sehastopol, 
CA; The Great Escape in Lovisile KY; Gridiron Comics & Games in Manchester, CT; Hansen’s Hobbies in Wilmette, IL; Harvey's 
Sports and Comics in West Harvey, CT; Heroes and Fantasies in San Antonio, TX; High Five Sport Cards in Fremont, CA; Hobby 
Center in Hattiesburg, MS; Hobbytown USA in Las Vegas, NV; Home Field Inc. in Portland, OR; Jennings Collectibles in 
Huntsville, AL: Key's Games & Hobbies in Moline, IL; La Jolla Sportscards in Lo Jolla, CA; Legacy Comics & Cards in Colorado 
Springs, CO; Leisure Hours Hobbies in Joliet, IL; Lion & Unicorn in Hoover, AL; M&M Sports Cards and Comics in Cedar Rapids, 
IN: Meridian Cards & Comics in San Jose, CA; Mission Games in Mission, British Columbia, Canada; Nostalgia Ink in Jackson, 
Ml: Ook Leaf Comics in Cedar Falls, 14; Odin’s Cosmic Bookshelf in Lilburn, Ga. and Stone Mountain, GA; Outer Limits in Clifton, 
NJ: Paul & Judy's in Arthur, IL; Paper Heroes in Killeen, TX; Pee Wee Comics in Canoga Park, CA; Premier Collectibles in 
Greenwood, IN; R & B Newsstand Co. in Bowling Green, OH; Sean's Locker Room in Somerset, PA; Shahrazad Games in 
Lexington, KY; Shinder’s in Minneapolis, MN; Sidelines in Dayton, TN; Slam Dunk in Oceans Springs, MS; S-N-S Collectibles in 
Lake Ridge, VA; Source Comics & Games in St. Paul, MN; Tabletop Game & Hobby in Lenexa, KS; Texas Game Co. in Allen, TX; 
The Time Tunnel in Statesville, NC; Thunderation Comics in Henderson, NV; Titan Games and Comics Ill in Smyma, GA; 1J’s in 
Middletown, NY; Troll and Toad in Keavy, KY; WorGames & Fantasy in Metairie, LA; Who's on First in Westhaven, CI; Wizard 
World in Nanuet, NY; Yong & Dell’s Sports Cards in Lacey, WA; The Zone in Louisville, KY 
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CARDSTOCK™~> 


MOXES 
Magies family jewels get a S10 
across-the-board boost this month. While other 
Magic trends remain trendy, the gems’ value 
remains blessedly long-term. 


LECENDS 
As neither a hot premiere edition 
nor a recent, volcanic expansion set, 
Legends is for a time unlegendary, 

a set squished between others of note. 


WHAT'S 


BETA LIMITED 
WIZARDS OF THE COAST- 1993 
Beta cards are black-bordered. 
Full Set (302 cords) ......-.0-200-2 3,400.00 
Storter Deck (60 cords) .. * 

Starter Box (10 decks)... 

Booster Pack (15 cards)... 

Booster Box (36 packs) . 

Unlisted Commons ........2..22200eeeeeese 


+ @ Instill Energy... + @ Regrowth .. 
$B Invisibility : O Resurrection ... 
: © Iron Stor... .. 2.25: + + Reverse Damage .. 
i +e Islond Sanctuary poss ve Kes Sree 
: @ Ivory Cup .. 2.00 3 & Roc of Kher Ridges 
i % Jade Monolith 100; He Rock Hydra... 
: @ Jade Statue 20.00 : @ Rodof Ruin .. 
: % Joyemdae Tome 28100 i Royal Assassin. 
: @ Juggemaut .. .. 8.00 
: O Kama ..... wh OGh & 
ALPHA LIMITED : + Copy Artifact... y . a lon ieee a a : st Savannah Lions .......0.cbeeseeeeees 
WIZARDS OF THE COAST- 1993 £ @ Counterspell ee A A 
ee pe eee ae cadet is setae eae Be sabe al .00 
su cre eT 2 Sa |e ti 200 | © Surly : 
Strter Deck (60 cards) ... 0: * Cyclopeon Tomb . : © Library of Leng .. 2.50 § O Serra Angel 
Storter Box (10 decks)... 2 Dork Ritual i* lee ae 00; Shatter ....... 
Booster Pack (15 cmd)... £  Dorkpoct. ; © lislore 225 Fe Shivan Dragon.. 
Booster Box (36 packs) = @ Deathgrip : % lifelace 6.00; @ Simul 
+e Deothloce ; ifeop 25; WS 
All unlisted cards are 80 % of Beta value, : ae Demonic Attorney. : Ml Lightning Bol «6.00 ; @ Sien’s Call 
Unlisted Alpha errors ore worth 125 % of Beta value. i & Living Artifoct ..... i & Sle 
: : ¢ we Smoke ....... 
Pel BlOCK LGHUS. 64, Senne eo tentoeeess 400.00. i @ Sol Ring 
xe Choos Orb .. 100.00: + @ Soul Net 
x Force of Nature . 45.00 i i Spel 
se Fotcefield... 38.00 i ow Stasis ..... 
* Goea's Liege ..... . 24.00 : @ Sted 
é Gauntlet of Might 30.00 : + @ Stone 
% Jade Monolith ..... 15.00 : Ml Stone 
® Living Woll..... 10.00 £ ye Sung . 
x Mana Short .. . 18.00 : O Swords to Plowshare 
+ Mox Emerald... 80.00 : 
x Mox Jet ...... 80.00 : Wl Terror 
Mox Pear 80.00 i @ Thicket Basilisk . 
Mox Ruby 80.00 de Thoughtlace ... 
Mox Sapphire 80.00 : © Throne of Bone . 
@ (icish Artillery 8.00 {de Timber Wolves . 
@ Orcish Oriflomme .... 15.00 i se Time Voult..... 
% Roc of Kher Ridges. wee 22.00: oe Time Walk... as 
% Rock Hydra... vate 30,00). EO PETIMENWISIET o.oo nov enn nan ntioaics 
Sedge Troll... 25.00: i 
5 i: @ 
@ 
* 


luron Enchantress... 
3 Vesuvan Doppelganger .. 
ve Veteran Bodyguard ..... 
Volcanic Erupti 


: lemonic Hordes... 
£ @ Demonic Tutor... 


td) 
= 
S 
es 
SE 
BS 


@ Air Elementa 
a Ancestral Recall 
@ Animote Artifact 
@ Animote Dead . 


+e Animate Wall 


Magical H Ha 


= 

= 
eacoceeeg 

=A} 

Ss 

Ss 

a 


= 
So 
Qt > 4 tot ot tt @ot + HG + 


* Controct fom Below. 8.00 : cler 
@ Control Magic ....... "5.00 ; @ deStom 0 
O Conversion .... 200 : @-1 Manipulator. i 
@ Copper Tablet .......cscecsseseseeeee 15,00 | % Msionory Mask ..........s0ss..:03 
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COMMON @ UNCOMMON 4 RARE 


is 

© hnkh of Mishra. : & : Kove O Wall of Swords 
Danan Damiaasleaanon Hid 4.00 Mohamoti ® Wal of Water 
He Aspect OE WOH occ. ccccapecst cor seseees 11.00 : * 7.00 Monabarbs. © Wonderlust .. 

K Bad MOON. esse eee- foal acta 13.00 : @ 9.00 Mona Flare 

HEL Dog | O 250 Mona Short... 

yy Balonce ... “30.00 : & 1.50 Mona Vault... WEWED: <srosees-nsee 

® Basalt Monoli 800 : * - 13.00 Meekstone.... > 4c Wheel of Fortune .. 

y 4200 : * EW . 12.00 Mind Twist... © White Knight... 

@ Berserk... 38.00 : @E a : O White Ward .. 

* Birds of Paradise . 38.00. : .  WilkO’- Wisp. 

@ Block Knight... eis er ae de Winter Orb... 

Se Block Lotus... 390.00: : * } @ Wooden Sphere... 
@ Black Vise... 900 : OE %& Word of Command ooo... eee 4 
O Black Ward ... FeO § hd ; Natural Selection 0.0 
+e Blaze of Glory .. 4200 : ether Shadow... * Lombie Master 

+e Blessing cre 1200: . ettling Imp ..... 

@ Blue Elemental Blast. 00-73 iwes 

O Blue Word ....... SE ecw UNLIMITED EDITION 

@ Bog Wraith .... 23,00 | © Z WIZARDS OF THE COAST- 1993 

% Broingeyser 25.00 + % Fungusaur .... : Cards are white-bordered but otherwise identical 
@ Burrowing .... e200 2% Goes Liege isn Artillery ..... ! to Beta cards. 

@ Camouflage. 510/00 «3% Gaunt of Might rcish Oriflamme : 

O Castle... a SRN eer eye | ee 00} FullSet (302 card) 

® Celestial Prism a2) ely Urza ... Personal Incarnation : Starter Deck (60 cards) . 

©® Chonnel ....... DD) es RRP OOM base sreecteatinsrieniyaegOUul p MMUTESICNCE cscs ve : Starter Box (10 decks) 

Chaos Orb “90.00 | © Goblin Balloon Brigade + WU Y antasmal Forces . d Booster Pack (15 cards)... bs — | 
* Chooslace .... 500 a oe a King 2... te antom Monster. Booster Box (36 packs) 5 io 
O Circle of Protection: ealog 2% one Gargoyle : Unlisted Commons ........seeeeeseeeseees : ie 
© Citcle of Protection: White . 1) 2-2 ect See es fy a e 
% Clockwork Beast ....... "7.50 | OF Suordian Angel ... Sralleer ow : Air Elemental 50 , 
@ Clone see, “77200. | % Helm of Chotzuk 100 me Se ae Se Ancestol Rec: 00 
x Cockatice ..... 1000 7 * Le seis -- 10.00: B Prodigal Sorcerer Animate Artifct. 4.00 
O Consecrate Land “16,00. } % Howling Mine . 27.00 | & Peionic Blast ; Animate Dead. 0 CO 
© Conservator .......... 200 : © Huricone 00; ve Purelace ..... : xe Animate Wall. : — 

 @ 
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= 
& 
= 
= 
= 


: © Joyemdae Tome .. 7.00 = @ Sengir Vampire 
: @ Juggemaut .... 600: O Serra Angel a 
: O Karma .... 00 3 ivan Dragon. 
®@ Keldon Warlord . 50 : imulocrum 
* .00 : Ml Sinkhole 
tok 00 : iren’s Call 
: O 00: i 
: @ . 50: %& Smoke 
: @ Li 50 = & Sol Ring 
* lit 00 : @ Soul Net 
eli - 100 : w& Stasis. 
x li 00: @ el Artifact. 
@ li 00 ; @ Stone Giant .. 
a 2.00 : x 
oe Living Artifact 3.00 : O 
ids of Paradise. +e Living Lands ... . 3.00% Toiga 
lock Knight. ® Living Wall... 400 3 @ ket Bosh 
a Block Lotus oe Lord of Atlantis .. 6.00 $s Thoughtloce ..... 
lack Vise £ oe Lord of the Pit... . 8.00 : @ Throne of Bone . 
lack Word... oe siccie ct tonsest norte 50: ¥ Timber Wolves .. 
laze of Glory s& Mogical Hack... . 4.00 = x Time Voult.... 
lessing .... se Mahomoti Djinn... 9.00 : s% Time Wolk .. 
lue War * Mono Flare’... .. 1.00% Timetwister .. 
‘og Wraith . 3 Mano Short .... 4.00 2 a Tropical Isla 
faingeyser 00 : @ i 
urrowing ... toe 
: @ 
ashok lok 
= Underground Sea .. 
¢ @ Uthden Troll ..... 


{ae Verduron Enchantress... 
$ ate Vesuvan Doppelganger 


% Clockwor , at ; . : x Veteran Bodyguard ...... 
@ Clone... 19.00 3 = : % Volcanic Eruption 
* Cockatrice .... i £  # Volcanic Island 
O Consecrate Lond : ; : : @ WoallofAir.... 
® Conservator ......... mS & ora Se; @ Wollof Bone... 
x ea rom Below ue : & : ® Hl q Brombles . 
@ Control Magic... 2.00 ¢ ch cresture with > @ Walloffie .... 
oO aime ie . 1.00 tamtergtan neuron oa: @ il Ice 

® Copper Tablet. 29.00 Ee er cepwcrect + @ Woll of Stone... 
ye Copy Artifact .. 12.00: ¢ i the pera ee ? O Wall of Swords .. 
@ Counterspell .... ano 5 tered ee : @ WollofWoter .. 


+ @ Wonderlust .... 
oe Worp Attifoct 
: @ Water Elemental . 
SAW et ee nites 
Dorkpact....... tet, + Wheel of Fortune 
i © White Knight. 
O White Word... 
& WilkO’-The-Wisp... 
« Winter Orb ..... 
@ Wooden Sphere . 
* Word of Command... 
ve Wrath of God... 


@x ++ @% 4 


arth Elemental ..2....... "1.00 i * Mind Twist ... 
sats 00 & Mox Emerald 


190.00' : WIZARDS OF THE COAST-1994 
.. 190.00 : Cards are white-bordered and are nearly 


-... 190.00; cards is noticeably lighter. 

cere 19000) : Full Set (302 cords)... sees 
: * ag rm amg .. 30.00. : Starter Deck (60 cards) 

: & Nether Shadow .... .- 4,00} Starter Box (10 decks)... 
; bd . ny Imp...... ... 3.00 = Booster Pack (15 cards) 
: levinyrral’s Disk ..- 9.00 : Booster Box (36 packs) 
ightmare ... 9.00 : All unlisted cords ore worth the same as Unl 
Ny, : orthern Paladin ‘ 
orcefield...... ..- 100.00 : @ Obsianus Golem... 
Orcish Artillery. 
Otcish Orflomme .. 
ersonal Incarnation 
Phontasmal Forces... 
hantom Monster 


eedback iy 


* Aleddin’s (ihe eee Supe 
e ‘SRing ..... 
lon Clock 


+H OSHS MO++ MOOX OX X 
= 22 
6 
i=) 
a) 


* Gaeo’s liege mie 
& Goun' let of Might. 
® Glasses of Urza 


@ Gloom .......... irate Ship ayou ... 
®© Goblin Balloon Brigade . Plateau... > +e Birds of Poradise 
we Goblin King ....... ower Surge E & Bottle of Suleiman .. 


¥ Granite Gargoyle 
O Green Word ..... 
OQ Guordion Angel. 
ve Helm of Chatzuk 
se Hive, The 
x Howling Mine .. 


urelace ...... 
Raging River . 
Red Ward .... 
Regrowth 
Resurrection 


: 4 Dancing Scimitor 
lemonic Attorney... 


@ Huricone ........ i) 3 everse Damag monic Hordes... 
@ Hypnotic Specter. wi = ve Righteousness ...... 5.00 : jemonic Tutor .. 
@ leStom ........ 222.50 = 4 Roc of Kher Ridges: ie : esert Twister .. 
® Icy Manipulator. ge Rock Hyda oo... .. 12.00 = x Dragon Engine ..... 
% llusionary Mosk .. = @ Rod of Ruin at warven Weaponsmith... 
@ Instill Energy te Royal ASSOSSIN.csssscecscseseseseees+e 13.00 } 4 Fbony Horse... 
Be Invisibility 100: @ Soctifice ee ecceeeeeeeeeeeeees 200 ge EbHalioj 2... 

® lion Stor....... 00 : 4 Savanna 

ve Islond Sanctuary  ¥ Savannah lions. 

@ Wor Cup ..... Ks : ee Ghoul 

x ne Mona seen See Ser Fe 3.00 : bland 


SARTIFAT  MmBLACK =m BLUE —_— GOLD 


98 INQUEST 39 key 


ide StOHUG ,.:..inact4 unsls eneeeenre 15,00 i x Sedge Troll......0..c.s re 10.00 i se Hurkyl’s Recall ..... 
0 ‘ 


2700 ! @ Animate Dead... 


S00 * Zombie Moster .. % Bod Moon .. 
rain Powel ......02.226 500 2 a sie 1 Leal meade Se a es a eee 
Dwarven : & Meekstone ... Rein lg %& Ball Lightning 

4.00: REVISED EDITION oe Birds of Paradise 


‘190.00 § to Unlimited cards, except that the ink on the 


limited. 


4.50 ae Island Fish Josconius 
: Ivory Tower ........ 
i Jondor's Ring. ..... 
? sk Jondor’s Soddlebags 
BW Xiddpe .......... 
= te Magnetic Mountain .. 
: & Mijoe Djinn .. 
= ye Millstone... 
2 ye Mishra’s War Machine .. 
$y Onulet’ ........ 
: & Omithopter 
i 4 Plateau... 
= oe Primal Clay .. 
4.00 : @ Rack, The 
200 + Reconstruction 
22.00 : © Reverse Polarity 
1.50: % Rocket Louncher 
2.00 : % Sovannah ... 
50 $e Scrublar 
4.00 : o& Serendib Efreet 
$ @ Shotterstorm .... 
® Sol Ring ....... 
+ Sorceress Queen 
: Gelloga Mae 
5 ¥& Titania’s Song 
2 ¥& Tropical Island 
: %& Tundra ...... 
= %& Underground Sea 
| = fi Unstable Mutation 

? ye Volcanic Island 


yD) . FOURTH EDITION 


: WIZARDS OF THE COAST-1995 


? Starter Deck (60 cords)... 
£ Starter Box (10 decks) ... 
.. 50 3 Booster Pack (15 cards) 
. 50 ? Booster Box (36 packs) .... 
5: Unlisted Commons 

0 Unlisted Uncommons ... 


..90 fv Aloddin’s Lamp .... 
3.00 = se Aloddin’s Ring. 
.. 14.00: O Angry Mob 


ee 50 i se Animate Wall. 
vee 7.00 1s Ankh of Mishra. 
6.00 : 3 Armageddon... 

...50° } # Armageddon Clock . 
: @ Ashes to Ashes .... 
00 = Aspect of Wolf . 


identical 
Blue Mona Battery . 
ottle of Suleiman . 


( 

Circle of Protection: Artifact 
% Clockwork Avian ....... 
“ Clockwork Beast 


weve 300 3% Corkotrice oo... 
v2.00 Colossus of Sardia 
: Control Magic 


%& Cosmic Horror 
® Counterspell ..... 
* Crimson Manticore . 
se Cusude 2... 
@ Cursed Lond .. 
% Dancin Scimitar. 
% Deothloce oo... 
ingus Egg ....... 
isrupting Scepter . 
© Divine Transformation . 
%& Dragon Engine .... 
@ Drogen Whelp 

x Drain Power . 
+ Forthquake .... 
3 ve Ebony Horse. 
> oe EMajjoj .......... 
= ge Elder Lond Wurm. 
oe Elvish Archers... 
: ye for on Eye... 
ellwar Stone. 
lying Corpet 
once of Nature .... 


MGREEN RED COWHITE 
BCOMMON @ UNCOMMON 


* 


: @ Airflementl ........... ee, 


we 


SSSSSSESSSSSS 


Sssu: 


SSSSsunnss 


} Cards contain a copyright date beneath 
50 the artist's name on the front of the card. 
: Full Set (378 cards) .........00. $251 


ie LAND 
ye RARE 


Goea’s Liege 
Goblin King... 
Greed ....e.cs. 
Green Mana Battery 
elm of Chotzuk ... 
ive, The... 
lowling Mine 
Hurkyl’s Recall 
unt Jackal... 


ee Sob Ob 


nstill Energy... 
Island Fish 
sland Sone 
vory Tower ...... 
lade Monoli 


ti 


pecees: eo2 OX @+x% 4 
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& 


+ >t ob ob ppt ot x ot 
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e Mahamoti — 
% Mana Closh .. 
% Mana Flore 
+ Mana Short 
se Mana Vault... 
%* Manaborbs. ... 

e Meekstone 


Ory 
* Mishra’s Wor Machine 
% Nether Shadow ..... 
m Nevinyrral’s Disk 


¥e Personal Incarnation 
ok Pitofe Ship 20.2... 
% Power Surge 
é Primal Cloy ... 
 Psionic Entity 
ve Pureloce ...... 
® Rack, The 
@ Radian Spirit 
% Rog Mon... 
ve Rebirth ... 
ve Red Mana Battery .. 

~ Reverse Damage 

se Buenas 7 
ee Royal Assassin. 
5 Savannah Lions 
@ Sengir Vampire 
O Serra Angel... . 
@ Shapeshifter... 
* Shivon Dragon. 
@ Simulocum . 
® Siren’s Call 
ae Sleight of Mind 
Hw Smoke oo... 
% Sorceress Queen 
© ‘Spiitlink 
sie Stasis 
. Strip Mine... 

® Sunglasses of Urza .. 
O Swords to Plowshares 
oe Sylvan Library. 
% Tempest Efreat 
se Tetrovus ...... 
%* Thoughtlace ... 
% Timber Wolves 
* Time Elemental .. 
* Titania's Song 
3 Triskelion 
* Urza's Avenger 
@ Wihden Troll ...... 
+e Verduran Enchantress 
%& Volcanic Eruption .. 
@® Wanderlust .... 
* Worp Artifact 
FE WED a cnacemaine 
White Mona Battery 
@ Whirling Dervish 
¥ WilkO'-The Wisp 


WENT UP 


UNQUSUUL -cactueisé csmusesnastareaceare 350 : 


@ Winter Blast .... 
& Winter Orb 


a Kenic Po ergeist 
* Tombie Master 


-- 300 = FIFTH EDITION 


WIZARDS OF THE COAST- 1997 


Full Set (449 cards) 


Rael Starter Deck (60 cords) .. 
ceed Starter Box (12 decks) 
Ag Booster Pack (15 cards) 
HN: Booster Box (36 packs). 


= Commons 
: © Abbey Gargoyles 
@ Abyssal Specter ... 
%& Adarkar Wastes 
® ther Storm 
®@ Air Elemental 
Akron Legionnaire 


se ® Aladdin's Ring 
Sune %* An-Hovva Constable 


@ Animote Dead ... 
x Animate Wall ... 


ic Aura. 


a 


@ Azure Drake 
ad Moon ...... 
“Ball lightni 
arl's Col 
inding Gr 
irds of 
Black Kai 
light: ...... 
© Blinking Spiri 

og Wraith........ 
ottle of Suleiman 


eos 


in 


uows 
Seosescooocoogagcseca 


roken Vi 


Caribou R 
@ Corrion Ants ... 
¢ Oy Gostle os. 0s 
: @ Cave Peo é 
 O CoP: Artifacts... 

i ae City of Brass 

: Clockwork Beast .. 
Clockwork Steed 


BEV ARWHUYS—-wR ROR! 


:  ¥ Colossus of Sardia 
> @ Conquer ......... 
: © Coral Helm 


: @ CrowGiont ...... 
: 4% Crimson Monticore .. 


WENT DOWN 


RH vaon! we’ 


on“ 


ottomless Vault... 
reeding Pit ...... 


tushlond ......... 


( t Reeineenmwie! ot +f feb ae 
MMmDDOODDODOOUVOMNDWOONDOYVWNNOVDuwa 


H Winds of Change .eescesceees eevee 3.00; 


* 
* 
e 
P< 
ik 
: @ 
@ 
® 
we 


: @ Glaciol Wall ..... 
2 @ Glasses of Urz 


oe Leviathan ... 


: @ Librory of Leng . 


@ zit Rod 
@ Cursed lond ..... 
ance of Many... 
~ Dancin | Seimitar .. 


efonate ...... 
iabolic Machine 
ingus Egg. 
isrupting Scepte : 
ivine Tronsformation 
ragon Engine 
Drain Power ... 
ust to Dust... 
warven Catapult 
warven Hold...... 
\warven Ruins 
Forthquake ... 
ion Stronghold 
der Druid 
kin Bottle 
ven Riders... 
Elvish Archers ... 
MOMOWIRIUX Ssawsetieerea 
vil Eye of Orms-by-Gore 
vil Presence .......002. 
Eye for an Eye 
allen Angel... 
eedback ...... 
» Feldon's Cone 
ellwar Stone 
eroz's Ban... 
ire Drake ...... 
lame Spirit 
Flashfires ...... 
w Flying Carpet ... 
orce of Noture ... 
QUE Faareindatcse 
ountain of Youth 
Fungusaur......... 
yndhorn Elder 
Game of Chaos... 
# Gauntlets of Chaos 


@ Gloom oe. 
* Goblin King - 
Goblin Worrens ... 
Greater Realm 
Greater Werewolf........ 
avenwood Battleground 
COTOMD) cw eagwnnauneae 
elm of Chatzuk 
ive, The ...... 
ollow Trees ... 
© Howling Mine... 
urkyl's Recall 
urficone ....... 
ydroblast ...... 
cation Phalanx 
cation Store ... 
vx Ication Town ... 
ce Floe...... 
nferno ......... 20. 
x Infinite Hourglass 
nstill Ener 
 |ron Stor... 
ronclaw Curse... 
sland Sanctuary 
vory CUP... 2... 
vory Guardians .. 
ade Monolith 
alum Tome ......... 
andor's Saddlebags 
« Joyemdoe Tome ..... 
er's Cap... 
ull Wurm. 


2) 
@ 
® 
* 

* 


= 


oran 1 Royal Guard .. 
oran Skycaptain 
ight of Stromgald .. 
fac's Rite ..... 


%* Lhurgoyf ... 


: % Magical Hock ...... 


: ve Reverse Damage 


: @ Sea Spirit ... 
: @ Seo Sprite ... ss 
i @ Seasinger......... ml 


@ 

: de Time Elemental... 
* 
x 


= @ Wall of Brambles nes trea | 


SMM litte eye ee 50 


@ lifetop ...... 
+ Living Artifact 
%* Living Lands ... 
se lord of Atlantis... 
& Lord of the Pit 
@ lure 2-2... 


w 


fea) 


ve Millstone... 


SSosoSeooooooosagag 


areal 


@ Mind Warp ... 
@ Mole Worms 


ve Nevinyrral's De 
Ni 


ve Order of the Sacred Torch .. 
O Order of he White Shield... 


© Omit opter pa esnt us 
% Pentagram of the Ages 
+ Personal Incarnation... 
Phantasmal Forces .. 
hantom Monster. 
irate Ship... Me 
‘ower Sink...... pels 
* Primal Clay : 


oneal 


Radjan Spirit... 
* Rag Mon ... 
% Recall ......... 


se Righteousness 
S Rod 0 Ruin... 


% Sond Silos... 


se Serpent Generator 
O Serra Bestiory..... a 
O Serra Paladin... Pen | 
apeshifter .... Oe | 
atterstorm .... el, 
ivan Drogon . 
ibilant Spirit... 
ull Catapult ... 
eight of Mind 
OKO 's wcunenonees 
orceress Queen 
oul Ne 


teal Artifact ... 


ulfurous Springs 
vyelunite Temple. 
yivon library... 6.00 
awnos's Weaponry a 
icket Basilisk ..... ad 
rone of Bone 


ime Bomb 


itonia's Song 
TICE 0... 


® 

¥% Under 

@ Untamed Wilds 
4 Urza's Avenger ... 
@ Urza's Bouble ........ 
%* Verduron Enchantress 
@ WallofAir 0... 
@ Wall of Bone .. 
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epings aa11d 


50 : lling’SIOR. ded. .sies ene save deaneces 00 
3 He WetaWiSict sass 8.00 : Clioperes - 1.00 
y= @ Jitonio’s Song ... . : i 
30.00 : @ Tronsmute Artifact 3.50 4 
4.00 i % Triskelion ...... 8.00: irestorm Phoenix . 
35.00 = Urzo’s Avenger : 
15.00 2 % Urza's Chalice ... 

: WB Urza's Mine . 


2 & Pyromids 
= ¥& Repentant Blacksmith 
: de Ring of Ma‘ruf.... 
2 Mi RukhEgg . 
+ @ Sondals of 


ea Urza's Miter... 
{ @B Urz0’s Power Plant. 

% @@ Urza's Tower ..... 

= & Wall of Spears 


i * Serendib Djinn. 
i x Serendi 


@Woll of Fe ...esseereeeeeteeen 50 E MDE Gobril Angelfire. -8.00 
@ Wall of Stone ..... £ @ Sindbad 5 : : ee i a :  Gountlets of Chaos ..... 00 
O Wall of S : %& Singing Tree. -- 40.00 Yawgmoth Demon 10.00 BM Ghosts of the Damned 00 
@ Wonderlu i @ Sorceress Quee 10.50 i Yotion Soldier ? MM GiontTurlle ........ 00 


= wi Glyph of Delusion .. 


: are i 3 
: lyph of Destruction ..... . 1.00 


mt LEGENDS 


+ WIZARDS OF THE COAST- 1994 


% Worp Art } mE Stone Throwing Dev 
irl 0 


SWC 
@ Wyluli Wolf 


se 00 4 Ydwen Efreet .... Full Set (310-cords) .......eccceeceeee f - 1.00 

x Winter Orb... 4.00 2 ? Booster Box (36 packs) .... : vi : we 
@ Wolverine Pack... sine0 ANTIQUITIES “2 = Unlisted Cane Tralee antal ante = O Great Defender - 4.00 
® Wooden Sphere .. .50 = WIZARDS OF THE COAST- 1994 : 2 (© Great Wall Be PA % 4.00 
@ Word of Blasti 50 = FullSet (100 cords) .........e eee “on $ @ Abominotion...........ssceeeeeeeeenes 2,00 3 © Greater Realm of Preservation. . . 6.00 
i -111.8.00' ? Booster Pack (8 cards) 2c Abyss, The . 60.00 : * Greed... 7.00 
%& Wretched, Theo... eeee eee .00 3 Booster Box (60 packs) t te Acid Rain... 20.00  ® Green Mona Battery 5.00 
* Wyluli Wolf... 3.50 : So Adurt Oakenshiel 4.00) ; Me Givenclyn Di Cord: 00 
 Xenic Poltergeist .. 2.50% 8 Amulet of Kto0g. ...0..scccceeeeeeees 50 3 @@ Adventurers’ Guildhouse 50; Holidone 2, 00 
*« Zombie Master. 4.00 : se Argivion Archaeologist 45.00 = @ Arathi Berserker ..... 500, 3 jammetheim . 5.00 
de Lur's Weirding 50 = © Argivian Blacksmith .... .J5 + Wi Aisling Leprechoun 1.00 i ™ HozezonTomar .... 15.00 


ig par haa on 

: i Argothion Treefolk .. 
ARABIAN NIGHTS : % Armageddon Clock .. 
WIZARDS OF THE COAST- 1993 ? Wi Artifoct Blast... 
Full Set (78 cords) ........---e2eeeeeees 00 = fH Artifact Possession 
Booster Pack (8 cards) ,  O Apfifoct Word ..... 
2 @ Ashnod’s Altar ..... 
= @ Ashnod’s Bottle Geor .. 
: @ jee oneprnd 
2 BB Alog acavernc cm 
> & Battering Ram 
: Bronze Tablet 


25 : ¥ Akron Legionnaire ; 
: eaven’s Gate .. 


ell Swarm ..... 
“Hell's Caretaker 0... 


a. 

es 

® 

oe . * 
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2 @ Krovikon Vampire ..... . 1.50} % Snow Fortes .... .. 3.00 : #8 Feldon’s Cone 
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= @ Lopis Lozuli Tolismon.............0..000. 15} @ Snow-Covered Forest. . 50 : » Gobriel Angelfire 
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© Drought ....... tao § 2 Stromgald Co 4,00 : @ Puppet Master 
% Dwarven Armory . 3.50 | } oe Stunted Growth ...... ... 5.00} @ Robid Wombat 
* lee sven : on ; = 9& Sulfurous Springs 6.00 : = i : 
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: Full Set (121 con 


i Booster Box (36 
£ Common Cords... 


H Manheim’s Dimensional Door R 5.00 


£ Mr. Homn .. 


2 Nick Locarno .. Gas 

: Sheliok, The ..... staat Re geen 6,00 
= USS Storgazer Gath mea 8.00 
: Mite eae Cena 5.50 


P= Study Nebula ce ccte eee 
? Supernova... ; 
? Survey Mission 
90: Tom Elbrua 
scold See sae 
: emporal Causality Loop .. 
= Thomas Riker ........ 
= Thought Maker 
: ime Trovel Pod 


5-9. Brittgin........ 


WF Sseicet \ouinaes 


Storter Deck (60 cards). 


ordered. 


DECPHER—1995 

| Set (122 cards, not including “Future at 
jooster Pack (15 cords) .. ee 
‘ooster Box (36 packs)... 
listed Common cords ..... 2.0.5 
listed Common Personnel cards. 
listed Uncommon cards -......... e 
listed Rare cords)... es eeeeeneeeeeennes o 


aot ROSMUSSEN sees eee 
everly Picard........ 


pea 


Major Rakal ..... 


po RRC OCH DDO 


. Enterprise-C Es ae 


nv 
vn 


ooster Pack (15 


ncommon Cords .... 
listed Rore Cor 


I 
1S 


oping od11d 
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2 ftte Maris Baseball Card 


lock Hole... 
A eMeTy ante ixon Hill’s Business 
Full Set (130 cards)... NA Metamorphosis. 
Booster Pack (9 cards) Dr Soong ....... 
Booster Box (30 packs) : Guinon .... 


Common Cords ..........+. AS = 1KC Chong. 
Unlisted Uncommon Cards } Kivos Foio 
+ Locutus of 
: lowe... 
: Miles O'Brien... ad 
: Persistence of Memory . a 
a : Artificial Heart . 


Inte Autre Gun. 
Assimilate Counterpart. 
Assimilate Homeworld. 
Assimilate Starship. 
Assimilate This! 
Assimilation Table 
Assimilation Tubules 
Balancing Act... 


SS. Pasteur. 


ea 00  DECPHER-1995 
boos 00 : Full Set (324 cards)... 
hie 00 Starter Deck (60 cards) 


everly Crusher. -- 10.00 £ Starter Deck Box (10 decks 
ICU cota nee rar 00 Booster Pack (15 cards) ... 
org Cube . socoxtoh:UO Booster Box (36 packs) 
Borg Kiss... = Unlisted Commons... 


Bor > Cards are black-bordered. 
© A Disturbance in the Fore ........, 
: Admiral Mott 

: Affect Mind 
: flee (dark side) 
Al side) 


isengage Safety Protocols 


jon’t Call Me Ahab in the Force 


MH. Program. ... 
liminate Starship 
Espionage Mission 
ractal Encryption Code jeru Stew .. 
Geordi Lo Forge... Ve iggs Darklighter 
HOWK, ssssaxo3 teicctiermeniowiuusns lock 2. 
fe Will Make An Excellent Drone ....U = Black3 ..... 
‘ma Doctor, Nota Doorstop ...... ? 00 = Blas 
ntermix Rotio.........00c0 Ba 00 = Blaste 
eanLuc Picard... laste 
Kathleen Tonell ... 
‘aunch Portal .. gays 00: Borin 
ightner ...... polls 00 = BoShek 
ieee WU = C3P0 
pbb Coller 
ii “Capi Ride OCD Contin 
Mercy Kill ........- onl 2 Charmi 
Mirror Image. . i ol. ? Chief Bost...,..., 
Mission Debriefing... : ? Circle is Now Comple 
Montonno Missle Complex R. : Colonel Wullf Yuloren 
My First Raygun ......... R. = Commander Proji 
Ocular Implants R. : Corellon Corvette 
Qoby Dooby Re Crash Si 
Patrol Neutral Zone = jantooine ..... 
Paul Porter... R. ark Co 
Phoonk Coes eieden R: ark Hours 
Prepare Assault Teams ark Jedi 
Primitive Culiuie ...... Re ark Je 
Queen's Borg Cube... R Darth ' 
Queen's Borg Sphere R atcha 
ail Room Door QU = Dent! 
egenerdte ...... BE 00 Deal 
Reginald hace a 2 Beat 
Remodulation .. 


Retask ......... ar Detention Block 


Salvage sai ath Star Level 4 Miltory Cor. 
Scorched Hand Death Stor: Trash Comp 
Scout Encounter”. eath Star: War Room 
Sense the Borg... mp AU 2 Demotion ........... 
Sevek .......+4 ar QU Devastator... 
Shipwreck oo AW Dice lbegon ..... 
Sokol a rids seaneamnwsearene vs YO = Disormed (dork side)... 
S atlet Type ll Phaser Rifle ......U......1.00 :  Disormed (light side). 
Stop First Contact... 0.0.2. ve Roneee 390 7 Digs Puhr ........ 
Strict Dress Code SET ? Don't Get Cocky 
TSHOAM:, snosgenas 2 UU Dr. Evozan..... 
Temporal Vortex. . : 061-2 
Temporal Wake ......... 661-3 
Theta-Radiation Poisoning ae Dutch ..... 
Thomas McClure ............ sek 100 3 pee 
Three-Dimensional Thinking lis Helrot ........... 
Tommygun ......+ oe ‘WU > Emergency Deployment .. 
SS Bozeman as ‘UU = Empite’s Back, The ..... 
SS Enterpriseé ... scape Pod... an 
Undetected Beamln ... VOCUS? verpwsivs buisnasiexehenrhers 
Visit Cochrane Memorial 
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> Eyes in the 


xpond the 


low Did Wi 


Find Your. . 
Have You 


oteral Dar 


slo's ack 


ocal Troub 


: fdge 
2 Orgono’s Cer. Necklace. 
= Our Most Desperate Hour 
? Outof Nowhere 2.0.0.2... 
= Owen Lars 
> Ponic ... 
2 Physical Ch 
> Plastoid Armor 
: Ponda Baba .... 
5 a Pos’... 
: Presence of the Force 
: Prophetess 
: Quad Loser 
= Reactor Ter 
: Rebel Planners 
+ Red Leader 


: Red3 

3 Restricted Deployment 
3 Return of a 
= Revolution 


On Sol0! cakes e aa 
elo Me Obi-Wan Kenobi 


lydroponics Station ..... 


= I've lost Artool ow... 
: Imperial Class Star Destroyer 
$ Into, . .Chute, Flyboy........ 
= lon Cannon 
= Jowa Pack... 
lowa Siesta .. 
= Jedi Lightsaber 
: Jedi Presence .. 
3 Jek Porkins .. 
: Juriduice .. 
e Kobe! sews 
= Kal'Falnl C' 
> Kessel Run..... 
{Kessel (light) .. 
2 Kessel (dark)... 
= Kitik Keed’kak 
: aie Chi 
5 Krayt 
§ LOBED. asc cues 
aser Projector 


eesub Sirln .. 
ela Organa ¥ 


eia’s Sporting Blaster 
jeutenant Tonbris..... 
ight Keven Blaster Rifle. . 
ightsaber Profi 

imited Resources 


one Pilot .. 


uke Seeker. 
uke Skywalker 
uke’s Back 
= Luke's X-34 Londspeeder 
: M‘iyoom 

: Macroscan..... 
: Montellian 
+ Millennium 
¢ Molotor ....... 
3? Momaw Nadon 
= Moment of 
> Move Along.. 
: HASES House Droid 
BOTA! cccenass 
: Nabrun Leids . 
: Nevar Yalnal . 
= Nightfall 
= Noble Secri 


Onith 


Empl 
Dar 


fe Get Into This... 


Disturbing .. 
Now... 


nage .. 


iciency 


le. 


Savrip .. 
Falcon 


Triumph . 


fice 


ke. 


Connon. 
minal .... 


Jedhe co wessen 


cra aw rorm rom wooCWoD 


RVC Red tah caer 
= Sonderawler . a 
: Sondcrawler 
} Send a Detachment Down 
: Sense (dark side)... 

i Sense (light side) . 
5 Skywalke 


} Spaceport S : 
= Special Modifications . 
£ Sunsdown .. 


: Tatooine: Contina . 


= Tatooine: Lars’ Mo 


i hte esr So Mask 


2 Vad 

i oes Ue 5 
> Wortior’s mG 
: We're AllGonno ...Thinner! 
: WED-9-M1 Bantha Droid... 

= WED15-1662 Treadwell Drd. 
> Wiosleo ....... 


: ‘on 4: Jungle ( 


= Yovin 4: Massasi Throne Rm. 
+ Yovin 4: Massasi Wor Rm. . 


> Black'4 .... 


2 Commence Primary Ignition 
= Commence Recharging...... 
= Con 


actical Re-Call 
agge Seeker . 
i ae Comp! 
carkin Seeker , 


atooine: Cantina . 


atooine: Mos Eisley (light side) 
atooine: ObiWan’s Hut 
hank the Maker . 
bis is All Your Fau 
IE Advanced x1. 
Tonniko Sisters 
ratfic Control . 
finto Duaba 
rooper Charge. 
urbolaser Battery 


ourage 


‘avin 4: Jungle (light side). 


Yovin Senty .... 
‘erka Mig ....... 
Your He Con Dec 

.. Old Man 


ull Set (330 cards) 

tarter Dual Deck (60 cards) ; 

tarter Box (12 decks) . 5.00 

jooster Pack (15 cards) 3.00 

cards are white-bordered. 

ingle cards are worth 25% to 35% of limited 
equivalents, 


EWS HOPEEREANSION =e 
3.0 


Advance Preporation ............ 
Alternatives to Fighting... 
Astromech Shortage ..... 


Bowcaster . . 
Branioc ....... 


RON sc Se a.c nice on sot eS 
Commander Vandeen Willard 


oT Too Beam .... 
jeath Stor: Conference Room. . 
h Stor: Trench 


WENT UP 


WENT DOWN 


2 Londing Clow .... 
= Londo System? 
= Lieutenant Suba 
> Light Maneuvers 
> Location, Location, 
$ Lostin Spoce .... 
> Luke's Backpack . 
: Mist Hunter ....... 
= Much Anger tn Him. 
: No Disintegrations 
+ Qbi-Wan’s Apparition . 
: Order to 
£ Polarize 
5 Punishin 
> Roithal 
¢ Reflection .... 
i Report to Lord V 
= Res Luk Ra‘ouf 
: Rycor’s Run... 
+ Size Matters Not . 


so 


Krayt Dragon Bones... . 


i Planet Defender lon Connon .. 
: R3PO 


Mognetic Suction Tube (dark side). 
Magnetic Suction Tube (light side). .R 


au eee 
alker,.... 
sa i Side) . 
ile Oat Shahas 
rk Poth. 


More Like It. 
No Cave 
the Force...Will See 


: Tight Squeeze... 


Unexpected Interruption 


of the Emperor 


: We Con...Qutmaneuver Them . 


+ We Don't Need Their Scum 


i The First Transport fs Away! i 


br DOWD DOO WR WORDT 


= Yoda's Hope 
= You Do Have Your 


3 BUCKUSSaiecines: 
: Luckuss’ Snare Rifle. 


Sondcrowler: Droid Junkheop .... 
Sondcrawler: Loading Bay 


You Will Go to Dagoboh... : Ful Set (180 cards) 


ow! 


Hero Of A Thousand Devices 


Don’t Need Their Scum, Either 


Imperial Trooper Guard Dainsom pele 


nto. The Ventilation Shaft, Le 


+ WHAAAAAAAAAOOOOW 
= Whot is Thy Bidding My Master? 4 


You Seek Yoda. 


= Booster Pack (9 cards) . 
? Booster Box (60 packs) . 


Spice Mines of Kessel... i Common cards 


II Too Easy. 
Armed And Dangero 
£ Arto, Come Back At 0 
; Atmospheric Assault. . 


ae age Boba Fett’s Blaster Rifle 


DREN R cet aie we spur. eetct 
RoRRuR’R’R’s Hunting Rifle 
Victory Class Star Destroyer... 
WED15-17 ‘Septoid’ Droid... 


Chasm ........ 


Yawing Assault Squadron... : Chief Retwin..... 


w 
3 


areal 


ush 


Idon’s Eye. 
in (Dork) .. 
Bespin (Light)... 

+ Bespin: Cloud City (Light) 
: City (Dark) 


iaf Loss OF Control... 


? Closh Of Sobers......... 
= (Cloud City Sabace (Dark) .. 
= Cloud City Sabacc (Light) 


Yavin 4: Massassi Ruins al 
| Gear Kid! ow. ee R 
0 = Cloud Ci 
: Cloud Ci 


+ Cloud City: Dining Room 
> Cloud City: Guest Quarters 


= Cloud Ci 
+ Cloud Ci 
: Cloud City: 


= Commander Desanne ..... 


espoir ........ 
lesperote Reach. 
ismantie On Sight . . 


xecutor: Meditation Chamber 


ight Escort ........ 
ocused Attack .. 
core Field ..... 

: Forced Landing .. 
(0 Frozen Assets. .. 
= Gambler's Luck .. 
: Gloncing Blow .. 


? He's All Y 
: Heart OF The Chasm ........e.+. 


Commander Luke Skywalker 
Concussion Grenade... 


t Is the Future You See .. 


¢ OFA Skywalker .. 


oe 


jouble Back... 
-3P0 


all Of The (egend 


—— 


SSssoso 


it 


ooSe 
Ooo 


So 


Wing Assault Squadron 


- Corbonite Chamber (Dork). 
» Corbonite Chamber (ght 


init 


U.S. PLAYING CARD CO. 1998 


Starter Deck (60 cards) ... 
Starter Box (12 decks) .... 


' Lower Corridor (Dark) .. 
Lower Corridor (Light) .. 
pper Plaza Corridor (Do 


SSS SSSSSS 


S 


No One So Paranoid ... 


ae 
ol 
UR. 
Rife 
Rev 
wal a 
UR. 
ast 
aoalSTs 
weak Ril 
UR. 
RS, 


Soo z 
SSSSSSSSSSSS 
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JULY 1998 


PLAYERS GUIDE 


HANDBOOK 


a 
WHAT YOU NEED TO KNOW ABOUT THE INQUEST PLAYERS CUIDE 


The InQuest Players Guide is meant to serve as an aid in playing collectible card games. Every month, you'll find the most extensive card descriptions 


available for Magic: The Gathering, along with power ratings for every single card. 


THIS MONTH: 


oe —. —— om, 


Keeper of Kookus fc 1 eo VS 


@: Protection from red until end of turn. 1/1. 
Keldon Warlord sc Ue 206 LUR 4th,5th 
: * is the number of non-wall creatures in play on your side. * 
: eKird Ape SCC tees & ANR 
: Goins +1 /+2 iF you have at least one forest in play. 1/7. 
Kobold Drill Sergeant a Le LG 
Give all your Kobolds +0/+1 and trample. 1/2. 
Kobold Overlord SC oR 1e LG 
First strike. Give all your Kobolds first strike. 1/2. 
-_ of Kher Keep Bt 6 \6 
Kobold askmaster a. 8 * Le 


Kird Ape is a common creature that has a five power rating and its casting cost is one red mana. It’s available in 
Arabian Nights and Revised. Its power/toughness is 1/1 and it gains +1/+2 if you control any forests (monkeys like 
trees). Also, it’s banned in the Extended tournament format. How do we know all that? Because our lord Saddam Hussein 
told us. No, no, just kidding. We know all that cool stuff because we've read all the cool reference charts in the following 
players guide pages. Saddam had next to nothing to do with it. Just so you know: restricted cards are limited to one per 
deck in tournaments. And banned cards, well, are a no-no for tournaments. 


gic 
The Gaiheriog” GET ABBREVIATIONS 


Alliances Limited (Alpha & Beta) 
ntiquities 
. Arabian Nights : 


: "Stronghold 

“Fallen Empires: Tempest 
Fifth Edition = yp. limited 

.- Fourth Edition: Visions 


. Homelands : Weatherlight 
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Trying to figure out which cards to put into 
your tournament deck? After playing Magic 
for hours on end, we've rated every single 
card. So if you're trying to figure out whether 
or not a card is going to make your deck 
competitive, check out our power ratings. 


The best of the best. In 

earn a five-star rating it 

has to be incredibly useful in just about any 

deck of the appropriate color. These are the 
cards you see time and again in tournaments. 


stars. Don’t get us wrong...some 
cards can bs: great without being the best. 
There are a lot of useful cards that you don’t 
want to use all the time. Necropotence is a 
great card, but it only works in a couple of 
types of decks. 


oot *s. Smack dab in the the 
middle, are the good solid cards that can 
be very useful in casual play, but are often too 
expensive or too limiting to be put to really 
good use in most tournament decks. 


ee Two Stars. These cards have their uses, 
but terre generally only put into decks when 
the set they’re in first comes out, when they're 
part of a deck with a funky theme or when 
they’re used for fun in casual play. 


The cream of the crap, these are 
the cards that few people use if they have ay 
goal of winning. Use these cards and you're 
begging to be nicknamed Eugene T. Dudley. 


— Inapplicable. These cards are basic 
resources. - You ‘can *t win a game playing 
only these cards, but you can’t win without 
*em, either. 


Nome Kind (CR Roting Cost Sets Found 


Description 
Matrix ART oR S wi 
All damage dealt to creatures is reduced to 0. 
i AR ooo 5 
i; @, @:Do | damage to ings creature. That creature attacks this tum if able. 
: Candelabra of Tawnos ART. -R eoee AQ 
& ,@: Untap X separate lands. 
 Gelestil Prism ART Ue | @ LURAi 


2, &: Add 1 mono of a color to your mana pool. 
lestial Sword B Ree 4 


s, & Give o creature you control +3/+3. Bury creature at end of tum. 


R eoeee i 
& ,@: is Orb from height of one foot. If it rotates 360°, Chaos Orb an 
any card it lands on or is touching are destroyed. 
Charcoal Diamond ARI soo 62 ING 
Comes into play topped. #: Add 4 to your mana pool. 
Chariot of the Sun ART oo ¢ G 


2,e: ine creature ia contol gains flying and has its toughness 
reduced to | until end of turn. Not to be confused with Chariot of Fire, 
imeri: 8 4 oe & 
2 Until end of turn, Sphere iso 2/1 artifoct creature with flying. 
‘2: Until end of tum, a is a 3/2 artifact creature without fiying. 


City in o Bottle o @ 
All cords from Arabian tos are busied. No AN cards can be played. 


> Clay Statue ( eo = & AQ, 4th,5 
: &: Regenerates. 3/1. 
+ Clockwork Avien AC Ree = & AQ 


Fh ing Put four +1//+0 counters on Avian. At the end of any combat in 
whe Avion attacks ot blocks, remove a counter. 38, #: Add X counters to 
Avian (maximum four counters). Use only during upkeep. 0/4. 

Beast R eee 8% LULR 4th, Stl 
Put seven +1 /+0 counters on Beost. At the end of any combat in whic 
Beast attacks or blocks, remove a counter. s%, @: Add X counters to Beast 
(maximum seven counters). Use only during upkeep. 0/4. 

Gnomes C ee 2 


H , S: Regenerate target artifact creature. 2/2. 

= Clockwork Steed AC ( ooo 
= Connot be blocked by artifact creatures. Put 4 +1 /+0 counters on Steed. 
the end of any combat in which Steed attacks or blacks, remove o counter. 
&, $: Add X counters to Steed (maximum four counters). 0/3. 


work Swarnt AC (#00 
= - : Cannot be blocked by walls, Put four +1 /+0 counters on Sworm. At the end 
Nome Kind CR Rating Cost Sets Found Name Kind CR Rating Cost Sets Found : of any combat in which Swarm attacked or blocked, remove one counter. 
Desciption Descrigtion : %, @: Ad Sanka bon he four counters). 0/3. 
: ° & 
 Ashnod’s Ti ont ART Cee AQ, CH Sth ow lem: Add owe: your mono pool, 3/3. 
Hepes ae = : me: Socrifice: nee a a $ ( — a) A Ce 2 
ic Dagger 4 MG 5 oe 6G: : eps 
@, ©: Destioy a non-wall creature receiving combat damage from target: &, ©, Sacrifice: Add two mano of any one color to your pool. Contrip. : Cold Storage ART OR BP ce : 
creature this turn. If targeted creature leaves play, bury Acidic Dogger. 2 Balm of Restoration Re 2 FE Put get creature you contol on Cold Storage, Saciice Cold Storage: 
Adarkar — ated ma a eo 5 : a B ee las or ae to 2 damage to any TOP  G re on Col slang mp ply. a3 gedit 
¥:+0/+1 until end of tun. 3/3. 5 font ooo 6 5th A . 19" 
ST 2 yh - : 4 Ai wit >, Soci: i one nto iy or cue npn Fa ig a Does not untap. is Unto Telus dong our UKEP 9/9. 
a, &: Give a 1/1 creature +1/+2 until end of tun. H sta ane a CH Sth f 4: J - 
i ee R i. = 2 f i Me 2: ge i es i i i its controller’s next cn 4 . fx oo Ploce any single card from your 
2, acrifice Aeolipte: Do 2 damage to any target. : t coo 6G MG ye sa: 
hir Glider AC eo Al} Cannot be blocked by artifact creatures, Whenever Golem is blocked, bury = Conservator AR = 68 LUR St 
‘ Ey. peas esi im ai. , 4 ied wa coh and pte see ue into play. This token is = Copper Tb alae 02 nage to'you. , ; 
-aara’s Corpel hs 5 : 0.0/2 artifact creature that counts aso wall. 2/4. : A a a ? 
1, ©: Prevent all ain i you from attacking non-flying ai 4 taal ot Lh re 3S ' LURE eon” fakes | al ing is upkeep. ite 
in’s oo i Ay : «: Add @ to your mana pool. Can only be untapped by spending &. : "a ae ft 
%, ©: Instead of diawing a cord, draw X cards but teke only one info your : Baton of Morale Al 6 om : Discard o cord at random: Give trget creature +2/+2 until en of furn. 
hand. Shuffle the rest ond put them at the bottom of your library. > Give terget creature banding until end of turn. : Crom 0 i te aed 2 a 
sig oo 8 ANR4th,Sth = Battering Ram AC OC ee 2 AQ 4th Sth malt wit roe cantmen re il 
eS Ferd hangs toy get _ | mare nce 2 end of combat, any wa sak Bateg : mae side eg ena a ist vt 
Alchor’s Tom! oo J : ‘am are destroyed. 1/1. Of course, no one plays with walls, right? 4 
ase ©: Change the color oe eimonent you control. ? © Black Lotus oe a g sree a : LU: ae Ge Golem pheses out ge yen 
of Dementia ee ® Mi ©, Sactifice: Add 3 mana of any one color to your mana pool. ; ae AW ele 
Sacrifice a creature: Target player puts ¢ number of cards equal to tha : Black Mano Battery ART Reco ; 1g.4th + Goin | life for ony bve oe cost. Con only give | le per spell 
creature's power from the top of his or her library into his or her graveyard. , ®: Put o counter on Black Mana Battery. @: Add # toyourmano == Cursed Rack discard AR ‘agin i a ch AO, 4t 
tie Prison soe # se eerie creature or “ : one i — wa i ene a LUR4t : cared Seok ian ART Oe pie i“ ™ 
As long os Prison is tapped, target does not untap as normal, "3 ""Arthe end of his upkeep, target opponent fakes T damage for each’cord =; Nome a card. Target opponent choaseso card of random from your 
Arnulet of Kroog ART OC ee 2 AQdth Sth : over four th his hand, : fl the io she oe the named card, Cursed Scroll deals 2 damage to 
2, &: Prevent | damage to ony target. = Blue Mana Batter ART R eee = & 16,4th lorget creature or prayer, 
© Amulet of Quoz AR e 6 At 2, it ¢ counter an ue lana Battery. @: Add @ toyourmona Cursed Totem AT Reve @ NG 
%, @: Sacrifice Amulet ond flip 0 coin. If you win the flip, target opponent = ool. Add cn additional a for each counter you remove. : Players connot use any creature obilties requiring on activation cost. 
A loses the game. Otherwise, you fose the game. ie ony ca ubkee, 2 Bone Flute A eo & DK : Gyelopean 1 ART Rese @@ 2 
te i ea ny ava ca i counter this effect. : sat ae creatures - Yio wt il end of tum. : ian pe ED a Li rineb onal ve 
tof Unmaking R coe 65 MG oe # MG : sahara sh 4 
, @, Remove Amulet of Unmoking from the game: Remove target 3 2, }: Prevent all damage tu you from any one source. For each | : Dancing Scimitar AC Ree 64 AN,R, ath 
e) ee of tond my he me lay this ability mus, Rg : ge revented, a the ie of your library from the game. ” 3 bak eon 5. Ap 5 . 0K 
of Mishra oe 2 JUR,4th,Sth + yy Tray RI ooo : Se . ‘ 
< woe gain wba ig, ploy, Ankh deals 2 damage to him. ‘ : Ub Booby Trap comes i‘ lay, ta ane ai La re : Soar Save pa half of the damage done to you by a single 
of Bogorcan aes 2 : enever target opponent draws any cards, he or she reveals those caras to: at ‘ 
Each player skips his or her discard phose, During each player's draw phase, : all players. If ony of those cards ite nea cord, Sacrifice Booby Trop and; i's Cone , AR . ® ih fe 
& thot pis draws an eaahion cu hen chooses and SSG : ‘eal bes damage to that player. Huh. Huh. Booby. : rai ote eh aid le a ond isn’t blocked, it 
ime eo a H of Rass ART R ee 6 OK,CH =f a ue ‘ 
am 2, &: hil cords in ploy from the Homelands expansion are buried. : 2:, Pay 2 life: Drow 0 card. Delis ube in Re = . fl 
Arcum’s Slei AR oo i A} Bodum Siri ART Reese og we i 2%: if forget creature you control attacks ond isn’t blocked, it deals no 
: ip 1 
- 2S: lorget attacking creature does not top, You may only use this : 3, © Until end of turn, if ot ony time the top card in your graveyard isan: damage to opponent this turn; instead put a cube counter on Delif’s Cube. 
‘ abi eet player i spawcovered lands, ee insfont, ne, of sorcery card, you may play that card as ‘hough itwere : Poy = SNe ca a Iegenertte loger creature, 
& 2, &: vino Snow covet lond ris agian land. 2, @: Bote Gomes gl wins a al oe TM 1 err peimonent you own. No really, tars what this cord does. 
Tum o non-snow-covered land into a snow-covered land. : it “Gain 3 Hi ‘ "> Diabolic Machine AC OU ee 2 OK,4th,SH 
Arcum’s Whistle AR ae Ih 2g. ,outtfice Botle Gnomes: Goin 3 life. 1/3. H ae: Repeats. 4/4 Me 
<q 3, ©: Toiget non-voll creature must attack or be destroyed at end of tuin. 2 tetas sores oth AR F Ree x apne ; biomond Kaleidoscope WT Ree Vs 
The creature's controller may counter this effect by paying %, where & is ¥ ,@, Soctitic: Flip o coin, If opponent wins, you take 5 do-age, : 3, ©: Puto Prism token into play. Treat as 0.0/1 artifact creature 
fr the ade costing (ost dung opponent’ tur. 6 CH H Ps aes Tint i 5/9 hing il Gea. fl ; Sacrifice a Prism token: Add Ce ine of ony color to your mana pool 
rena of the Ancients R ee 3 ya ei ‘ Wath 2 pe nes : 
i lop eae Legends tp soto ‘op normally dug untop phase. an isthe ‘i Usa ns ability only ding yur upkeep. 1/3. é ee Toee'o Minott fm bon ed putt diet ito ploy 
lon hg ,Rath Age i : : Binns! 4 i 
rhe courte vi cur upkeep. At the end of yout upkeep, do] damage :  Fitststike, Socrfice Bross-Tolon Chimera: Put o+2/+2 counter on target 3 Dingus tag ‘aad uf R ite , > 4 LUR,4th,5t 
to Fad ded Bee counter on Clack. Anyone may spend during ony " Sinan thot Chimera guest aime permanently. 2/2. “ : hl land is — me lamage. 
upkeep fo remove a counter. : Bronze Horse 2 ae CH: saint , ‘ 
Ashno lor ART Coe 3 AQ, CH,5th = Tromple, If you control an odditional creature, oll damage done to Bronze = 2 cake hm is put into a fram play, Dingus Stff deals 
nie ye of your me in ploy Add 2 fo your mana Por m i sed els targeting heal to 0. Lia a i bisuping is i of creature i re os “ ee 
2, &: Tenget creahue you contol gets +2/2. You may leave Geor topped. = ab <b: Remove target permanent opponent contiols ond Bronze Teblet — ; 3 &®: Opponent must discard 1 card of his choice. Ply os 0 sorcery. 
Ashnad!'s Cylix ART Rese = | = from game. You new own target cord, cnd your opponent owns Tablet. ; Draconian Cylix AR . 2 
&, ©: Torget player looks at the top three cards of his brary ond puts one = — Opponent may counter Tablet hy paying 10 life Teer enters play topped. 2, ©, Discard o card ot random: Regenerate target creature. 
of them on top of his fibrary. Remove the remaining two from game. : . . = 
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Name Kind €R Rating Cost Sets Found Nome Kind CR Roting Cost Sets Found Name Kind (R Roting Cost Sets Found 
Description Description Description 
Dragon Eng AC Ce 2 AQR4th,Sth = Helmet Possession ART =R eco =@ IM 2 Jet Betetion ART Ree @ TN 
<@: +1/+0 until end of tun. 1/3. : You may choose not to untap Helm of Possession during your untap phase. = Your black spells cost less to play. 
Mask ART ooo & VS = B®, @>: Sacrifice a creature: Gain control of target creature as long as you Jeweled banulet ART U eee @& 
S, ©: Target cceature you control gets +2/+2 until end of tum. At end of | = control of Helm of Possession and Helm of Possession remains tapped. &, @- Place a charge counter on Jeweled Amulet, noting what type of 
turn, if that creature is in play, return it to its owner's hand. : Teen AR ° 2 = mana was used. You may not use this ability if there is a charge counter on 
Ebony Horse ART Ree & ANR 4th = : Untop a permanent. Use this ability only when a red spell is successfully = Jeweled Amulet. @: Remove the chorge counter fo add 1 mana of the 
2, &: Untop one of your attackers. Treat target as iFit never attacked. 3 cast and only once for each red spell cast. : appropriate type to your mana pool. 
ee AC Cee HL : , The : nes R mn fi & : LUR 4th Sth = +d cat AR cos * in AN, Cl 
tomple. 4/5. \ : ), &: (reote a Giant Wasp token, 0 ing artifact creature. 3 @: Exchonge Bird for your ante (cards go to your graveyard). Draw a card. 
Echo Chander ART \R eo TM > Bor of Deafent AN feet a ; “i ART Ree @ ™ 
4, & Opponent chooses a creature he controls, Put'a token creature into ploy = @, @: Torget creature deals no damage in combot this turn. = During your upkeep, Jinxed Idol deals 2 damage to you. Sacrifice 0 creature: 
cond treat it os 0 copy of that creature. Creature is unaffected by summoning = Hor of Greed ART R eco @& : Torget opponent gains control of Jinxed Idol permanently. 
sickness. At end of tum, nape en ee eae Nerney : Whenever any player plays a land, that player draws a card. : Fool bing ART R ee 
xr of Vi AR ooo 6 Gan. Conmen AR co 6 : Whenever any card is put into your graveyard from play, Ring deals 1 
Comes into play tipped. @>, Sacrifice: Goin 4 life. 8, @, Sac: Goin 8 life. = ®, @: Puta Homet token into play. Treat this token as a 1/1 artifact to you. Socrifice o creature: Torget nt gains control of Ring permanently. 
in Bottle AR coo = ASth = creature with flying that is unaffected by summoning sickness. At end of Jeven’s Tools AR ee & HL5 
5: Place the top card of your library face up in front of you. Yourmay : _ — tum, destroy the token. : ®, ©: Torget creature con only be blocked by walls until end of tum. 
play thot card os though it were in your hand, If you do not play it by your: Hordes eo e MG: AC coco & al 
next upkeep, remove it from the game. : Rampage |. 2/2. Beware the ongry toaster. 2 Must attack each turn if possible. Con’t be blocked by walls. 5/3. 
Given tyre AR ° 2 FE: Hewiing Mime AR cove 2 LUR4th,Sth = dee AR o- 6 VS 
, &, Scctitice lyre: foe creature gets +2/+2 until end of turn. : During each player's draw phase, that player draws an additional card. CU: &. If you play 0 cord, bury Bubble. @: Gain | life. 
Hedalaon Ro Ree Gudsren ART Reco 6 @ Yoel ART Reco = & 
Your gen spells cost less to play. : %, : Puta spell on Couldron if there are no lal counters on it. Put X @, ©: Ploce top card from your library face down under Voult. Sacrifice 
i Teme ART Ree TM 3 charge counters on Cauldron. You moy cost that [ as though it were in Voult to discard your entire hand, replacing it with the cards under it. 
@ Draw two cards, then choose and discard o card. : your hand. @: Remove the charge counters to add mana of the type used Bell ART R ee + AR, 
gizer : AC. Ree ® ™ : to put the counters on Ice Cauldron to your mana poo This mana can only Treat all swamps in play os 1/1 creatures that can be topped for #. 
2 @: Puta +1/+1 counter on Energizer. 2/2. 2 be used to cast the spell on top of Ice Cauldron. Blah, blah, blah, blah... Shisid AR ee 2 
Gaomes AC ee 3 ING = dey Menipetotor AR eocce A, © ©: Give target creature you control +0/+X until end of tum, where X 
©: Torget spell or permanent is colorless until end of turn. 1/1. : fe, S: Top target land, creature, or artifact. : is the cong casting cost. Target deals no damage this turn. 
ing Bri AR coco & Sie AC ee & NG : ‘Uopis bemt Teismen AR ° 2 A 
Each creature with power greater than the number of cords in your hand = ®: Tromple until end of tum. 3/4. z &. ce permanent. Use this obility only when a blue spell is 
cannot attack. < % ART R eee 4 LU: successfully cost and only once for each blue spell cast. 
Essence Battie AR o @ TH : &: Summon a creature face down. You may add to the costing tohide > & emere AC ee & VS 
,@: Put an elixir counter on Essence Bottle. <, Remove all elixir : the creature’s true cost. Once the creature does domoge, tops, or takes Trample. Socrifice Lead-Belly Chimera: Put a +2/4+2 counter on target 
counters from Bottle: Gain 2 life for each elixir counter removed in this way. domage you must flip the creature over. Chimera ond it gains trample permanently. 2/2. 
Excovetor oe p M otSectike ART R eee @ fEe Solem AC eo & 
©, Soctifice « basic land: Torget creature gains that landwalk until end of turn. 4, $: Soctifice to odd 2 mana of any one color to your mana pool. If Golem attacks, it doesn’t untap during your next untop phase. 3/'5. 
® Feldon’s Cone ART C eeee CH5th = tninde ART R ee & WA,Sth = ART coo 6 LUR 4th, Sth 
, Remove Cone from gome: Shuffle your graveyard into your sh : Puta time counter on Infinite Hourglass during your upkeep. Any player may = Skip your discord phase, If forced to discard, you can choose to discard to 
Stone f eco 6 DK4th,Sth = pay during any upkeep to remove o time counter. All creatures gain : the top of your library rather than your graveyard. 
©: Produce | mona of ary color that opponent’s lands may produce. +1/+0 for each time counter on Infinite Hourglass. : lie thsel ART coo @ \G 
Feraz’s Bon ART Ree Se = Camere AC co §=6—g VS = _ Socrfice o creature during upkeep to gain life equal to its toughness. 
Summon spells cost an additional @ to cast. : Attacking does not couse lron-Heart Chimera to top. Sacrifice: Put a +2/+2 Saiz ART R eee @& 
Fire Diamond R eo 6 MG = counter on target Chimera ond attacking doesn’t couse it to tp. 2/2, : 4, @: Put o counter on target creature. Use this ability only during your 
Comes into play topped. <*. Add @ to your mana pool, > ton Sie AR eo ® LUR4th,Sth = upkeep. Remove a counter from o creature: Regenerate the creature. 
Dom ART R ee B Al = 4: Goin] ee folen cast. Con only tel end lion's Eye Be RT R ee ® 
S34, S: Top X target lands. : brary Ge A eo 2 AUR 4th, Sth: Sacrifice Lion’s Eye Diamond discard your hand: Add three mana of any one 
Sau AC R cee TM = @&: Goin 1 life for any white spell cast. Con ‘only give 1 life per spell : color to your mona pool. Like a Block Lotus, only, not. 
®, Choose and discard a cord: Flowstone Sculpture gains flying, first strike, or : © teary Tower AR eooee AQR 4th > ieiag Aree T coo =f OK, CH 
trample permanently, or put a+1//+-] counter on Flowstone Sculpture. 4/4. = At beginning of your upkeep, gain 1 life for each card over four in your hand, = Balen Living Armor to put 0 +0/+X counter on a target creature, where X 
ing Copel ART R eee §=@ NR,4th,Sth = Sebaer's AR oo = ~ WL = equals the creature's costing cost : 
2, : Give target creature flying until end of tum. If target is destroyed = 4%, ®: Target creature gains flonking until end of turn. 3 boas Y eco & LUR 
before end of tuin,'so is Flying Carpet. i Honolah ART R ee & LU,R,4th, Sth = ounts as.a wall. : Regenerates. 0/6. 
Fool's Tome ART R ee = TH : <b: Redirect all damage from any creature to yourself. > Lpestene Bauble ART Reece Al 
2): Draw 0 cord. Use this ay only if you have no cords in yourhand, = Stelue coco & i &, ©, Soctifice: Put » to four basic lands from a player's ged on 
: N eooe 3 L @: Stotue becomes 0 3/6 creature. Use only during on attack phase. top of his library. That player draws 0 card ot the beginning of the next turn. 
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G, CH,5th 
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AQ, CH,Sth = tetas Petat 
: ©, Socrifice Lotus Petal: Add one mana of any color to your mana pool. 
: ART eo VS 


ART 


e ANR = ages Hine 
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Rimes 2a Rath, 
° é 
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3 ; i h, Sth 


Rgesee: UR Ath, 
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ih, Sth = 
WL : 


sieg R (A,Sth = 
2, &: Sacifice to look through target player's library ond remove any : 


@ Pu 
coun! 


er on it, Mine deals | damage to 
Web ART 


__| Mortuary and Call of 
the Wild: With Mortuary in 
ploy, your creatures don’t really 
die; it’s more like they’te taking 
a bathroom break. So when 
your supposedly toasted critters 
are done answering the call of 
nature, summon them back into 
ploy with Coll of the Wild. For a 
mere four mano each, your 
happy little creatures will 
become nigh invulnerable. 


(eee @ af 


a counter‘on Magma Mine. @, Sacrifice Magma Mine: For-each 


target creature or player. 


Re @ TK 


lf ony creature with any magnet counters on it attacks, all creatures with 


magnet counters on them that the attacking player controls attack if able. If 
any creature with ony magnet counters on it attacks, all creatures with 


mognet counters on them that th 


ie defending player controls block that 


creature if able. 4%: Put a magnet counter on target creature. 
He Talisman RT oe 
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: Untop a permanent. Use this ability only when a green spell is 


BA 


EW. Enchant World 


eee cast and only mn for each green spell cast. 


R cove PR 


@ to your mana pool, Every upkeep flip a coin, opponent calls it. 
If he cals it comnectly, you lose 3 life 
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INS Instant UL Legendary Lond SL_ Summon Legend 
INT. Interrupt MS. Mano Source SOR Sorcery 
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Nome Kind CR Rating Cost Sets Found Nome Kind CR Reting Cost Sets Foun 
Description Description 
NGS) en ee ne De See 
© Patagia Golem A Ue @ ING Ring of Immortals RAI Re 6 
\ 5 -@: Flying until end of tum. 2/3. 3 &, $: Counter interrupt or enchantment targeting a permanent you control. 
s £ Patchwork Gnomes AC ee 6 TH = Ring of Ma‘ruf AT Re AN 
_@& : _ Choose ond discard o card: Regenerate Patchwork Gnomes. 2/1. > “S @, Socifce: Instead of drawing 0 card, select a card from outside the game. 
» Phe Gatinerime  : Puupers' Cage AY Ree NG = Ring of Renewel ARR eee ie 
© — : _ Atthe end of target opponent's ied that player has two or fewer =“, ©: Randomly discard a card from your hand to draw two cards. 
: cords in hand, Poupers (og dea ; lamage toh or her. i 5 Rocket L AR eo Eo AQR 
i : somite = DoT damage to any torget. If itis used, Louncher is destroyed at end of 
; Be cnn Your white spells cost less to play. © tum, Connot be used the turn it comes into play on your side, 
Name Kind CR Roting Cost Sols Found: Petar ofthe R] Roo @ NA,SIh = Rod of Ruin i eo 4 UR, 4th, St 
os : @, ©: Prevent all damage done to you from one source. 3 se ays 
Descipion : Phyrexian Devour i Re es ii &, @: Do ss eh 
: if Phyrexian sont jower is seven oF chute, 1 it O: Remove the Ronectg 1//+0 uni the end rae sa satiate thane 
Mana Matrix ART R. ee © 1G £ top cord of your library from the game to rok counter on Phyrexian te 3. ae of SON TR P 
Poy #2 less to cast on instant, interrupt, or enchantment. > Devourer, where X is equal to that card’s casting cost. 1/1. a TMedethon oT nario seen Si A 
i ART Yee & NG: Phyrexian Dr AC OR ee e MG: Higeea | , sig 
@: Add 1 to your pool. et®,<#: Add one mana of any color to yourpool. =: Trample, When Dreadnought comes into play, sacrifice any number of crea: : Our red spells cost 4 fess To ploy, 

Voult ART R coe = ‘URAth,Sth : ., tures with total power 12 or more, or bury Dreadnought. 12/12. > Rened Arch ‘ ART = . ; A 
Add 3 to your mana pool. : Untop Mana Vault. Use only during your: Phyrexian Furnace R esta : Comes mio fappet | Sacrifice to make X creatures with power 
upkeep. Does T damage to you f Vultis topped at the end of your upkeep. :  @: Remove the bottom cord of forget player’s graveyard from gome. 1,. =, No-greater than 2 unblockoble this tum. 

Ag Reco & We : see hon oan from the gome and ats i cig ey a sueptie L o/s . oe DK, 
, ) Phyrexian Grimoire coo 3 M i , ©: Give target attacking creature +2/-+0 until end of turn. Any 
pee hal beet she ead ee aie eee : -,@: Target opponent chooses one of the top two cards in your graveyard. : creature ce y forget creature is removed from game if it dies this 

i AC ¥ oe @ "Tm =. Remove that card from the ome ond put the se to your hand. : __ turn. Destroy Runesword if target leaves play before end of turn. 

Add one colorless mana to your mano pool. 1/1. : jan Hulk AC oe ™ | Sondals of Abdallah RI Ries @ \ 
5 Tome ART R coo & MG 5/4. : 2, &: Give islandwelk to a ceoture until end of tutn. If target creature is 

ee yous library and choose ony five cards. Shuffle ond ut these cards : Phyrexion Marauder ACR ee & VS : destroyed before end of tum, so is Sandals of Abdaltah. 

foce down under Tome. <: Instead of drawing a cord ite the top card = Comes into play with X + (t counters on it. Marauder cannot block, = Sand Golem AC Yow & 2 MG 

from under Tome to your hand, (Disenchontbait) > Marouder cannot attack unfess you pay «for each counter onit.0/0. = Fa spell or effect contrlled by on opponent causes you to discard Sond 

Diamond vn NG: Phyrexion Portal ART R ee 3 ALE Seem put Sand aie your graveyard into play at end of turn with a 

i e: : >: Torget opponent looks at the top 10 cards of your library and separates = +1/+1 counter onit. 3/3. 
cos play tapped. wishin ea rile Ig; them ao jedan is. Cnse neo Ts nes and remove f e — anes Pek erat ect dire ‘ 
Al wolls able to block Marble Priest must do so. Marble Priest tokes no Ae tector @ one cotd fram the remaining pile ond put it nto your hand. : Each ployer skips his unfop phase At the Deginning 0 each puyel 5 1W, 22 
j 4 ; Shuffle the remaining cords into your library. : untogs each of his tenped artifacts, creatures ond londs and taps each of his 
dana Hc 3/ i Realy! Mes gonna use wal? ys; Phyrextan Splicer a AR Y eee a ™ : untapped artifacts, ey ns Sands of Time doesn’t affect nt 

a Aft ; 2, ©: Choose flying, fist strike, trample, or shadow. Torget creature with 3 ire i ow € y 
fei and put vs u a seg etn Golem. 3/3. ; bela ie it until end of tum. Another target creature gains that ability : & hes spells costs ek pay " 
When Mox Diamond comes into play, choose and discard a and cord or = gg_ ll end of Tum. : ang F Sais! ants een 

oF : | Phyrexian Vault AR ee & NG: During your upkeep, if you have three or fewer cards in your hand, Scolding 

Ps ies Loom Sitio Vees 4 tne alee "2, ©, Soctfce o creature: Draw 0 card. "= Tongs deals 1 damage to toxget opponent. 


Creatures with power greater than 2 do not untap during untap phase. 
oo S 


Metalic Sliver ACC ™ 3 | eae hb (a | 

Metallic Sliver counts oe 1 " a : | | i yD) | \ al} | 
Mightstone ee = : | / : q \ 
All attacking creatures gain +1/+0. 1 | r | | } Dy. 1 ) } | 

Millstone ART eee = @ AQ.R, 4th, Sth ; == d = Es” 


@, @: Toke the top 2 cords from target player's library and place them in: ; : : = h Ay ey 
that player's graveyard. : se Onr) al Gra 2 AUTEN ULO NS ae 
Mind Stone 


ART (eee 86 We i 
@: Add one colorless mana to your mana pool. «f, @, Socrifice Mind : 
Stone: Draw 0 card. i 

i ART R evece @& WG: 


irror Universe 
@ Socrifice Mirror Universe during your upkeep to trade life points with 
Spann Comes into play i ped. 


. 


$ Cage R eee ¢ 
Atend of target opponent’s upkeep, if that opponent has 5 or more cords in 
hand, Misers’ Cage deals 2 damage to him or her. : 
Mishra’s Groundbreaker AR ° ’ i 
&, Socrifice: Target land becomes 0 3/3 orfifect creature. : 
Mishra’s War fdachi AC Re & LUR 4th : 
Bonds. Discard 1 card from your hand during ed of Mishra’s War : 
Machine taps and does:3 damage to you. 5/5. 
Connon AR ee 2 


‘©: Target creature you control gets +1 /+0 and gains flying until end of: 
turn. At end of turn, destroy that creature. : 
Diomond AR ooo §=6 MG : 
Comes into ploy topped. <@: Add #® to your mana pool. : 
© Nox Emerald ART R eeece tells 
@: Add @® to your mana pool. i 
© Hox Jet , ATR eseee @ LU: 
@: Add % to your mona poo! : 
© Nox Pearl ART -R eevee @ WW: 3 
©: Add 4 to your mana pool, > Phyrexion War Beast AC { see Al = Scarab of the Unseen ART Ue 2 Al 
© Hox Raby ART R eeeee LU = If Wer Beast leaves play, sacrifice o land ond take 1 damage. 3/4. : &, Soctifice Scarab: Return all enchantments on target permanent you own 
@: Add @ to your mana ie : Phyrexian AC oC o VS = to their owners’ hand. eae 
© Mox Sopphire RT R eecee @& LU 5 0/3..of. Even worse than the Ornithopter! 5 Scarecrow K oe 5 OK 
¥ @: Add @ to your mana fea t > Pit Trap ART soo 62 IA = 6, $: Prevent all damage to you from flying creatures this tun. 2/2. 
ic Compass RT Yew @ Al: &, ©, Socifice Trop: Bury target nomlying creature that is attacking you. : Scroll Rack ART R esee @ TM 
4, ©: Target manc-producing land becomes a basic land type of your = we & : }:,: Choose any number of cards in your hand and set those cores asice. 
ducing land be basic land type of Planar Gate Mere LG ch i tt hand and set those cords asid 
uv choice until end of turn. : ie less when costing a summon spell. 2 Put an equal number of cards from the top of your iy into your hand. 
Noce ART «Ue & > Por ART R eee = SH = _ Then put the cards set aside in this way on top of your library in any order. 
¢ 3: ny o permanent. Use this ability only when a white spell is : Whenever any creature comes into wh if there are two or more other : i AC Reco 1G, ¢ 
successfully cast and only once for each white spell cast. : —— qreatures in play, set that creature oside. If Portculls leaves play, putthe = *=] when cast. When blocking, you may mike * equal 1 + the power ofo 
ingulari ART oR ee & IA: creature into play under its owner's control. t creature Sentinel blocks. When attacking, you may make * equal 1 + the 
al CU: 3. Instead of their normal mana, plains produce @, islands produce Primal Clay AC oe = AQ.R.4th,Sth = — power of creature blocking Sentinel. 1/*. +1/+1 when played ofter Us 
® swamps produce 4, mountoins produce @, and forests produce @. When cast, choose whether to make Primal Clay a 1/6 wall, 3/3 ground  : Serpent Generator ART Reco & LG, CH 5t 
=} AC OU ee S DK : —— ceatue, or 2/2 flying creature. : 4, @: Put a Poison Snake token, 01/1 artifact creature, in play. Ifo 
Counts 0s 0 wall. ©: Remove a creature in your graveyard from game. Put = Puppet Siri AR cove GB iM: Snoke damages opponent, opponent gets | poison counter. 
a +0/+X counter on Necropolis. X is the creature's cost. 0/1. : -,@: Top of untop target creature. = Serrated Arrows Ri ( eeee 
\ Nevinyrral’s Disk R ecco & LUR.4th,Sth = Pyromis ART R ee 6 AN Put three arrow counters on Sertated Arrows when it comes into play. &, 
, ©: Destroy all nonland permanents. Comes into play tapped. : @: Prevent a land from being destroyed. <2: Remove an enchantment : Remove one counter: Put a-1/-1 counter on target creature. 
wv Star ° £ 1G = — from alond, . 5 Serrated Biskelion AC ee 3 W 
&, @: You may cost one spell this tum using mana of eny color. > Rack, The AR eco AQR Ath = &: Put-1/-1 counters on Biskelion and on target creoture, 2/2. 
oo Pentade ART = R eee LG : _ Dol damage for each card under three oppontent has during upkeep. 5 i AC coo 66 AQ, 4th, St 
3), &: Redirect all damage done to you by one source to torget creature of |: ART Re 6 AQ,CH = *Zony number from 0 to 6. Choose * when Shapeshifter is cast ond durin 
: 
papas ice. “No va” means “no go” in Spanish. = @: Prevent 1 damage to any target. Rokalite returns fo owner's hand at ~ : — each of your upkeeps. */(7-*). 
Owl AT Ree = @ WL = endoftun. = Shield of the Ages AT U eee iA 
Players cannot play ony artifact cbilities requiring an activation cost. = Razor Pen ART R * MG: 2:: Prevent | domage to you. 
¢q af Undoi ART =R eo £ AQ. CH,Sth if ony player has 5 or less life ot the end of his turn, Razor Pendulum deals. ©: Shield Sphere ooo 6 Al 
©, &: Toke one of your permanents in play back to your hand, : 2 damoge to him. : “Counts as a wall. If Shield Sphere is assigned as a blocker, put a -0/+1 
7 H i ooo 6G LUR4th = Red Mana Battery ART Ree = & 16,4th = counter on it. 0/6. 
4/6. We like to coll him Lorry. : 2, ©: Put a counter on Red Mona Battery. <>: Add @ to your mano : Sting Met AC ooo =X SH 
AC OY ee = AQR4th : pool, Add @ for each counter you removed as well : ~ Shiting Woll counts as a Wal. Shifting Wall comes into play with X +1/+1 
= if Onulet goes to any graveyard from play, its controller gains 2 life, 2/2. Reflecting Mirror ART U ee 4 IK = counters on it. 0/0. 
Onyx Talisman AR ° @ IA S20, ©: Redirect spell targeting you to player of your choice. X is equal = Sisay's Ring ART Ce cs VS 
- 2: oie a permanent. Use this ability only when a black spell is : to the casting cost of target spell. H ‘$: Add two colorless mona to your mana pool, 
successfully cast and only once for each black spell cast. > Relic Barrier ART U eevee G Skull Catapult AR ooo = W,5th 
& i AC eo x AQR 4th,Sth : Top target artifact. : ©, @: Sccrifice a creature to do 2 damage to any torget. 
Flying. 0/2. Despite what Tom Slizewski thinks, this cord still sucks. : : 
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Skull of Orm AT Yee 1K i Ti ACU ce VS: Walking Wall AC Yee @ 
, ®: Bring an enchantment car from your uaiie into yourhond. “ak coun Tin ne Chimera: Put a+2/+2 counter on target Chimera Counts as wall. @: Give Wolking Wall +3 Aon enable it to attack. tis" 
y Diamond AR eo MG : at Chimera gains tying. 2/2. % ability may only be used once per tum. BY, 6. 
yeares into play topped. <: Add @® ‘i your mana na pool, 3 Tormod' rind ( eo & OK,CH Wal of shies AC 3 A 

¢ Basket ART R eco = VS i @, Socriice: Remove all cards in target player’s graveyard from game. + Counts as wall. Banding. 0/4. 

%, Sacrifice Snake Basket: Put X Cobra tokens into play. Treat these tokens Torture Chamber ART Rese = @ TM Wall of Spears AC o §=68 AQ,4th, Sth 
os. 1/1 gieen creatures. Play this ability as a sorcery. ? During your upkeep, put a pain counter on Torture Chamber. At the end of ‘First strike, counts as 0 wall. 2/3. 

Fortress R eee = & Ik your furn, Torture Chamber deols 1 damage to you for each poin counter on: Wand of Denial ART R evee @ VS 
Counts as wall. a: +1/+0 until end of tum. @:+0/+1 untilend of tum. it, ® _@, Remove all pain counters from Torture Chamber: Torture chamber = @: Look at the top card of target player's library. If that card is o nonland 
&: Do | damage pans ing attacking creature. 0/4. : deols 1 damage for each pain counter on it to target creature. card, you may poy 2 life wa ut it into that hone some 

cil ooo GS At fone ART Yee 2 WL = Wond of tth N 
When Sol Grail comes ‘ve you must choose a color. But choose : ©: Top target artifact you do not control, : &, ©: Look at a card ot random falar ta He must discard it 
al ©: Add one mana of the chosen color to your mana pool. > Tower of Coir ART = ee DK : or pay life equal to its cas cost (1 for a land). Use only during your turn. 

© Sol Ring AR eccoo WR F ®: Moke target creature unblockable by walls unt end of tum. > War M eco Dk 
&: hd 2 to your mano pool, + Triangle of War ART Reco ge VS = Give torget creature islandwokk until end of tum, Bury target if Wor 
Soldevi Digger ART Reco = @& Al: > Sacrifice: Choose a creature you control and a creature on opponent : Barge leaves play this turn, 
@: Put the top cord of your graveyard on the bottom of your library. controls. Each creature deals damage equal to its power to the other. > War Chariot AR eo = A 
i Golem ACR ee & @, &: Give target creature trample until end of turn. 
Does not untap during your untap phose, Dag yA upkeep, untap We AC ee % ™ 
one of opponents creatures to untay Salde ber 5/3. Watchdog blocks if able. As ong as Watchdog is untapped, all creatures 

vi Sentry C attacking you get -1/-0. 1 a 

of: Regenerate. Torget opponent may aa Vi. : Weakstone eo Sg AQ 
Soldevi Simulacrum A ecco IA All attacking creatures get -] if ‘0, 
CU: a. fe: +1/+0 until end of tun. 2/4. : fell of Knowledge ART R eooe WL 
Soldevi Steam Beast hos? (Ch @ S it Any player ma iy @ during his or her draw phase to draw a card. Players 
Whenever Soldevi Steam Beast becomes tapped, target opponent gains two may use this ability os many fimes as they ge 
ae 2: Regenerate. 4/2. : Glider ART ooo 8=—D IA 
AR eo ® LUR4th,Sth = 2, &: Give one of your creatures with power 3 or less flying until end of tun, 
“3 os 1 fife when a creature oe inthe groveyard. i irling G ART OR a Al 
Spirit Shi AR ee = 3 FE ¢ @: Remove the top two cards of your tay from the game to have 
®, S: Make torget creature +0/-+2 os long as Spirit Shield is topped. You: Catapult deo! one domage to each fying creature ond each ployer. 
may leave Spirit Shield to pe uring your untap phase. : Mone Reco 16,4th 
Squee’s Toy T C ee a ™ : @:, ©: Put o counter.on White Mona Battery. 2 Add 3% fo your mana 
@: Prevent 1 damage to any creature. Get it? Squeeze Toy? Groan. pool, Add a for each counter you removed as well 
Staff of the Ages AR ° S Winter Orb ART R eoee @ LUR,4th, Sth 
Creatures with londwalk ability may bel blocked os normal. : Each player may only untap | land during his untop phase. 
Staff of Zegon AR # AQ: Wooden Sehere AR o 86 LU,R 4th, Sth 
i, @: Moke torget creature -2/-0 unl end of turn. : 2: Gain 1 life for any green spell is cast Use only once per spell. 
Stonding Stones ART ee 3 Ok : : Xanthic Statve ART s 

%, @: Poy | life to add 1 mana of any color to your mana pool. : : &: Until end of tumn, Statue is on 3/8 ofc creature with trample. 
Static Orb ART R eee & foticn AC (ooo) 6 AQ, 4th 

Players cannot untap more than two permanents during their untap phases. Yotion Soldier does not top when aftcking. ] a 

rie I r tif rae MIs. 3/4 . ce ke i aides \ tA Sword ie 

‘ou cannot play summon of artifact creature spelis. 3/4. : Epo: ok drew phase,” 3, ©: Make target creature +2/+0 os long os Zelyon Sword is toppe 
Stone Calendar ART Ree 8 & DK : eS Pines E ‘oi may leave Zelyon me lopped during your untap phase, 

Your spells cost “2 less to cast; casting costs cannot go below 0. : ee igen seater © Zoran Orb eocee A 
Storm Cauldron ART R eee @ ®, Sactifice a lond: bin? fe. Evil, evil, evil! 

During each seek tum, that player may put one additional land into play. 

Whenever a land is tapped for mana, return it to its owner’s hand. 
Straw Golem AC oY eo © 

IF ony opps sue ay aa costs a summon or artifact creature spell, huff lon Hope SOR LPS 

ge pul bee i discard X cards: Look at target opponent’s hand and choose X of 


and blow (bury) 1 Golem down. 2/3. 


U ee & AQ : jase cards. Thal yee ae chosen cards, 


When Su ma goes to the sree, odd # to uy mano pool. i + Abomination SC coo = 3E2 6,44 
tie of Urza AR LUR,4t Green or white creatures blocking or blocked by Abomination are destroyed 
hite mona in your mona pool can is ead as white or red mono. : : after combat, 2/6. 
ee & elk? > Abyss, The EW R ecco Be G 
ae Safe a save -covered land to make all creatures deal 0 damage. : : ach player must bury a nor-orfifact creature he controls during his upkeep. 

Sword of the Ages ART R eeee & ll : Abyssal Gatekeeper SS Co ae W 
Enters play ii ®, Remove Sword and ony number of creatures you : Abyssal Gatekeeper is put into any pein from Hi each player 
control from the game: Deal damage to one target equal to combined : chooses and buries 0 creature he or she controls. | 
amount of creatures’ power, : Abyssal Hunter SC oy Ra seen se NG 

Sword of the Chosen ART Reo @ SH: ; @, &: Top torget creature. Abyssul Hunter deals to that creature an 
& Fogel legend gets te until end of turn. amount of damage equal to Abyssal Hunter's power. 1/1. 

Tablet of Epit ( ee ® to gebte = Abyssal Specter J eco 2ee tA, St 
$: ben ie when on ee is pee in the graveyard. Triassic Egg ART R see 16,CH = ing. Opponent damaged by Specter must discard a card of his choice. 273. 

Townos’s Coffi A eco 64 AQ : &, ©: Put a counter on Egg. @: If there ore 2 counters on Egg, yeu may ? Agonizing Memories soe coo 2E2 Wi 
&, $: Torget creature is considered out of ploy for as long as Coffin £ __soctfice it to put 0 creature in your hond or graveyard directly ag : ook at target Be ene ae two of those cards and put them on 
remoins tapped. If Coffin is untapped or leaves play, creature returns to play Triskelion AC Ree & 4th = op of his or her library in any order, 
topped. You may choose not to untap Coffin. 2 Give Trskelion three +1/+1 counters when cost. Discard o +1/+1 counter? Aku Djinn wR coco SRE VS 

Tawnos's Wand * AR oe 6 4th = todo 1 damage to ony et i. : rample. During your upkeep, ay opponent puts a +1/+1 counter on ead 
2:, @: Target creature with power no greater than 2 may not be tacked jnerring ee ca MG creature he or she controls. 5/6. 
until end of turn. i , &, Top on untopped creature you control: Sling deals the creature's. = All Hallow’s Eve El R ce 2ee 1G 

Tawnos's Weaponry AR coo =? AQ,4th,Sth = power in damage to target attacking or blocking creature with fying 5 ut 2 counters on All Hollow’s Eve when cast. Remove a counter during your 
2}, &: Target creature gets +1 /+1 as long as Weaponry remains topped. : Urza's Avenger AC Ree : upkeep. After the last counter is removed, everyone takes all creatures in 
You may choose not to untap Weaponry during untop phase. : &: Avenger gets -1/-1 and gains either flying, banding, first strike, or : their graveyards ond puts them directly into play. 

Teeka’s Dragon AC eco MG : —— tromple until end of turn. ye £ Animate Dead EN coo PR LU,R, 4th, St 
Flying, trample, rampage 4. Counts os a Dragon. 5/5. £ Urzo’s Bauble Ye o IA Sth: ring 0 creature from any graveyard into play on your side with -1 power. if 

Teferi’s Puzzle Box ART R eco VS = ©, Soctfice: Look at a random card from opponent’s hand. Contrip. = Animate Dead leaves play, the creature is buried. 

During each player’s draw, that player counts the cords in his hand, puts those Urza’s Chalice ART Cee & AQ = Armor Thrull SC oe Oe F 
cords on the bottom of his library, ond a then ~ that number of cards. i fe: Gain | life for ony artifact si, Can only ar life per artifact. : ®, Soctifice: Put 0 +1/+2 counter of target creature. 1/3. 

Telethopter AC ee TM : Urao’s AC eo Al: Artifact Possession EA QL AQ 
Top a creature you control: Telethopter gains thing untilend of tum. 3/1. ‘Trample. $ Bonding untl end of ie 3: Ni conte bonded with Urzo’s = }0.2 damage fo ortifact’s controller vee Be ya cost is poid, 

Telim Tor’s Darts coo 6D MG = Engine gain tromple until end of turn. 1/5. : chen Ghoul SC 
@, ©: Do | damage to target player. : Urza's Miter AT OR 3 AQ ; naffected by summoning sickness. 5 Retun bho to play under your 

Tetravus AC Ree 8 & AQ4th = — @:Drow.a cord when one of your artifacts goes to the graveyard. = control if there are at least three creatures above it. 3/1. 

Flying. Goins three +1/+1 counters when cast. In your upkeep, yoy moy : Ventifact Bottle ART = R ee B MG = Ashen Powder SOR R cco BRS NG 
move any of these counters on or off Tetravus. The counters ae 1/1 flying: ‘PS, ®: Put X chorge counters on Bottle. Play os o sorcery. At the : ‘ake control of a creature from an opponent's graveyard. 
artifact creatures that cannot be enchanted. 1/1. : beginning of your main phase, if Botle has any counters, tap Bottle ond = Ashes to Ashes SOR cco PSE DK, 4th, St 

Thran Forge AR eo 63 WL =. femove all counters from it to add that much mana to your mana pool. = Remove two nonartifact creatures from the game and take 5 damage. 
®: Until end of turn, torget nonartifact creature gets +1/+0 and is on : Yexing Arcanix ART R eoee 9 @ Ik = Bad Moon EN R eoee gm LU,R 4th, Stl 
artifact creature. : &, @: Make torget player name a cord and tum over the top card of his. = All black creatures in play ay /+i. 

Thran Tome ART oR ee & WL i lbvary. If the ployer’s quess matches the card, iis is placed in his hand. = Balduvian Dead SC co 6S Al 
5, ©: Reveal the top 3 cards of your library to target opponent. Bury one Otherwise, itis put in the ppp and that t player takes 2 damage. i 2@: Remove a creature in your graveyard fromgame to put into play 0 
of those cards of opponent's choice. Draw the remaining cards.  Vibrofing Sphere AR 4 (A = 3/1 black ond red creature thot is unaffected by summoning sickness. Bury 

Throne of Bone ART. so LUR 4th, Sth = During your turn, all your lhe gain n 2/40. During all other turns, all > = token at end of tum. 2/3. 

4: Gain | life each time a tx eo is ca . only once per spell. : your creatures get -0/-2.Vibrating — \We don’t even want to know. = Banshee SC oo He Ok, Cl 

Thumbserews TW = Volroth’s Laboratory AR eo 5) SH =  @®, &: Banshee does X damage, half to you (round up) and hatf to ony 
During your upkeep, if you ae five or more ane in your hond, : When you play Vol nis aot ose’ color and o creature type. } target (round down). 0/ le 
Thumbscrews deols 1 nine to target opponent. : %:, ©: Put a token creature into My Treat this token asa 2/2 creature = Barbed-Back Wurm eo MG 

Time Bomb Reco = IASth = of the chosen color end creature We. 3 ©: Torget green creature sein Wurm gets -] Y. ] Poa end of tum. 4/3. 
Put 0 counter on Bomb during your upkeep. 2, «, Socfice: Do damage : Voodoo Doli AR “ (6, CH = Baron Sengir R eee SPOS L 
to each creature and player; * is the number | counters on Time Bomb. : Put a counter on Doll during upkeep. If Doll is a atthe end of your = Flying. eats +2/+2 aie for each creature sent to graveyard on tum 

Time Vault AT Ree 8@ LU: tum, it pe to a. ne is destroyed. X is the numberof counters: men Boron damaged it. @: Regenerate target Vampire. of 
a extra turn. Comes into play tapped, and may only be untapped: on Doll. 3%, @: Bo X damage to one target. 
if controller forfeits a turn. : 
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H Cloak of Confusion f Ce #8 IA,Sth = Dauthi Mercenary sc Yee 2a ary 
2 if target attacking creature és not blocked, you may have it deal ino damage 2 shadow. < $= harienierey ssi until end of tum. 2/1. 
= Dauthi Mindripper SC eco OR TM 


and force the defending pie to foe a.card at random. 


= Clot Sliver ooo = @ ™ : Shadow. Sacrifice Dauthi Mindripper. Defending player chooses and discards 
: : Each Sliver goins “<: Regen Boel fone : ne aA this ability only Douthi Mindripper is attacking ond 
coercion eeee TM unl f 
Look at target opponent's hand ond make him discard a card of your choice. : Dauthi Slayer Ss Ce Se ™ 
Coffin Queen SCR eeoe Qe TM = Shadow. Eoch turn, Dauthi Slayer attacks if able. 2/2. 
You may choose not to untop Coffin Queen during your untop phase. = Dauthi Trapper 2 SC. Ue Com SH 
Nome Kind CR Rating Cost Sets Found B®: Put torget creature card from any graveyard into play under your; ®: Torget creature gains shadow unt end of tun. 1/1. 
heacinvion : control. Remove that creotute from the gome if Cotfin Queen becomes = Death Pits of Rath WN R ee See TM 
: ees uh aves oe of on ce i : Vege creature is dealt domage, destroy it. That creature connot be 
Barrow Ghoul SOC ee ee + Coils of the Medusa 5. & i regenerated this turn. 
i A : Enchanted creature gets +1 /-1. Sacrifice Coils of the Medusa: Destroy all © : Death Stroke SOR ( eee &e SH 
he ng hee see ee cu in your graveyard fom + non-wall creatures fees ee fed creature. : Destroy target tapped creature. 
ree Tull al cS Co we fe Commander Greven i:Vec SLR eee @eee TM = Death Watch C Cece & \S 
%, Sactfice: Add $4 to your mana pool. 1/2 ‘ : When Commander Greven i-Vec comes into play, sacrifice a creature, Greven = f creature is put into any graveyard, its controller loses on amount of life 
Bellowing Fiend. ¢t Ree #@ ™: f eo Bee an eee beset 1/5. je 3 ; aa ios et ya an amount of fe cant Dien Hee 
Flying. Whenever Bellowing Fiend domages any creature, Bellowing Fiend: Onn : Meroe SREP Sor ee DRAIN, 
_piamrvitcpeoneolecrem it, laminin tie” oaks OE ae, une 
inding Agony bee Se st Contract from Below SOR R eecee @ "LUR = Change the color of one card being played or in play to block. 
For each Sony ay eres creature, Binding Agony deals | : “Discard your hand: dow on odin ante cad plus seven cards tes ican nattay SOR oe a a 
Ghia (Pol ee a Tee ye orpse Dance INSTR eoaess a + Unless opponent concedes game, both playets daw on extra ante cad. 
Blac Carron : | aut bevy Fs |: “Buyback 2. Put the top creature card from your graveyard into play. = Demonic Consultation tis “eee IA 
romple. Doesn't untop os normal during untop phase. -@: Soctfice a : creature is unaffected by summoning sickness this turn. Remove the creature: and sc cardsoF your bbrary fron tie 
creature to untap Carriage. Do this only during your upkeep. 4/4. = from the come at end of tun. - : Nome a card ond remove the top six cards of your torory trom the game. 
Black Knight SC U cece sep LURAtR, Sth = Corrupting tad wie teone SH: irom cords iu ee of Se library te the game until you get to 
Protection from whit, frst strike. Ae 2. =, ©: Comupfing Licid loses this ablity and becomes a creature i Deities te : cc R see ‘geee R 
Blanket of Night EN eee SEO VS = enchantment thot reads “Enchanted creature connot be blocked except by : dP dur Hordes become. | 
Foch mano-producing lond is a swomp in addition to its normal type. : sti d black stead of ene @: Destroy target land. Pay 444 during upkeep or Hordes become 
Blight Jee oe Igahsth : La Te i ati le topped and your opponent chooses a land of yours to be destroyed. 5/5. 
_{f target land is toppe |, destoy it at end of turn, Cosmic Horror ’ “SC me ee §6—3Gee | 6h : Bee eo feck eo e aonb not attack. : 
Blighted Shaman SC Ue as NG = —— Firststrike. Poy @¢>4e< during upkeep or Cosmic Horror does 7 damage sane tutor COR gts ge q “Lup 
©, Socrlice 0 creature: Give o creature +2/+2 until end of turn. &, = to you and is destroyed. 7/7. : ; : oh 
Soctifice a swomp: Give 0 creature +1 /+1 until end of turn. 1/1. = Crovax the Cursed SL Ree 2e@ SH fp, Secor onn Bits 0a i ea a rE Sth 
Blood Pet sc Ce @ TM} Grovax the Cursed counts as a Vampire. Crovax comes into play with four So aa . f 
Soctifice Blood Pet: Add $ to your mana pool. 1/1. +1/+1 counters on it. During your upkeep, sucrifice a creature ond puta =: p Na eee ey @. 4/ - ee vs 
Boal a eo ¢ Sah ie, ae Det sh : 41/41 counter on Covax, or remove 0 +1/-+1 counter from Crovox. : ee Fel nit coc eyo wha eoned tnd for one dnt 
Bog fait /\..You won't fin ee et ae in Duelist oe f th : Gren gains flying until end ld 0. ee Mg: twemsoertices a lond. If c plains is sacrificed in this way, Desolation deals 2 
: ra be blocked by S| as phi : “If Cobia attacks and is not blocked, defending player gets 0 polson counter. 3/3. damage fo that plains’ controler. 
og Wraill coe Sf /U,R,4th, : 
Swompwalk. 3/3. Quip is one of 11 fourtetter Qwords. Quoz is not one of them. — = 
Bone Dancer SC Rew 6SOe WL : 


“: Put the top creature of pe raion into play under your 
control. Use only if Dancer is ie ond only once each tum. 2/2. 


a0 


Bone Harvest INS eooe 22 M 
Put ony number of creatures from your graveyard on top.of your library. Gag : 
Bottomless Pit IN Yee gee SH: @ 


During each player's heey, that pre discards 0 card at random. 
e000 


Bounty Hunter 2D 
©: Put a bounty counter on torget nonblack creature. @: Destroy target 
creature with any bounty counters on it. 2/2. : 
Breathstealer Ss Ce Oe NG 
@: +1/-1 until end of tun, 2/2. i 
Breeding Pit EN | cco ae FE,Sth 


Put 0.0/1 Thrull token in play ot the end of each of your tuns. Pay 42a 
during upkeep or bury Breeding Pit. : 
Brine Shaman cS Ce) 6 66S WA = 
®: Socrifice a creature to give a creature +2/+2 until end of tun. : 
4 @ @: Scctifice 0 creature to counter a summon spell. 1/1. 


Broken Visage INS Ree @@ HL Sth a : : 
My forget an aici creature and put nu a black saeuue : a ay eens ee 
with power cnd toughness equal to target creature. Bury token at end of tum. = : . 
Brood of Cockroaches st me Ee NS 3 prom any plays ere oor 
If Brood of Cockroaches is put into your grnveyad from play, pay 1 life and 
retuin Brood of Cockrouches to your hand at end of turn. 1 ‘i. : 
Brush et , SOR ‘ = ‘ i . SH : 
ck &@*. Target opponent loses 2 life. You gain 2 life. : 
bunt Offering ns (eo ¢ 
Sacrifice o creature to add to your mana pool ony combination of black and 
red mana equal to that creature’s costing cost. : 
Buried Alive SOR Use Ge WL: : 
Search your oe three creature cards and put them into your = Crypt Rats SCC cece Be VS + Diabolic Edict INS ( cece gg ™ 
graveyard, Shuffle your library ofterwards. : &: Crypt Rats deals X damage to each creature and player. Se my : arget is sacrifices 0 creature. 
y Cadayeros Kg a core OS NG : F peed in Wisiog: 27 Sonn Sr a pa a = Dirtwater an ae sae oe NG 
lanking. 424: Regenerate. 2/2. : (vombay] Witches eee HEL kk. @: +] ti sl /3. 
Gaaniboice ? SOR C eo 6am SH : © och player does 1 damage to any target; you choose first. 1/3. ; teen ys au eC ar y a Pog Al 
3) Choose two target creatures controlled by any one player. Remove one of = Curse Artifact EA eelline! 22k Ok : uring your upkeep, deals one damage to one opponent it has previously 
those cae ae the game onl ut two Cones onthe other. 3 Foe of forget artifact es! ay it during Ce, rae bh sth = damaged for each counter. If Vermin damages a player in combat, put an 
ooo B23 . “BK TM, : if 
¢ Sr cicaiae Put into sits nanbar oa bien : 6 cad oie cine ge a during upkeep. Ig4ih : ie SOR C coos He TM 
socrificed creature's power. Treat these as 0/1 blac creatures. sous rae NN fi fi a2 tailor uyback . Retum target creature from your graveyard to your hand. 
Grinds SC. Ue @O@ LGA SI; p,, femme umm fon gine Fits pgmenes 2/1:  £ Doomsday SOR R ose Bae 
Gane wes until end of ey vas eo “i : Fai cette for) any aeNevOR FEI on voir stationed nti. al half your rte roel Hes Las top of iS iva, 
Py Cee ee eh ee . i ra : +1/4+1, Geoture does nof untap as normal. You must pay <3. i then en wut five cords oF your library rom the game. Put the rest on 
ae tam eon fetch fom the game Tal Dork Banishing HSC eeee Qe IAMG,TM = font your brary in ony order, 
ee e's controller may pay an is obliy. Use this ability only Bury target non-black creature. } Drain Life SOR C cove ge LUBA 63h 
‘ ; aire e is in yeerorpenv. | sicily : } Dark Privilege C Co @@ See age ee nt os ane I Goin'T life for 
sting of Bones Sadat 3 nchonted creature gels +1/+1. Sacrifice o creature: Regenerate, + each damage done. You cannot gain more fe thon target's curent toughness. 
If enchanted creature is put into the graveyard, draw three cords. Choose Dark Ritual AS C eeoe @& LIRA IAG Sth iM : Dread of Night IN UY eee TM 
a ee ae ise mee NG : i Lei to your mana p00 eae ema i eh iesnemesg)/) tilt Se ‘i 
2 ae e : eo : - 
Eiecnbm sili sonet bene, i hovtokenesigileime 1, rtanan aggatomneas 
i eat = Darkling Stalker oe OH 3 M Be 
Corer Gat black. 0 ~ Cece, Oe HL =~ ap-Regenerate Stolker. 42: Stolker gets +1/+1 unfilend of tum. 1/1. Dread Wight SCR 8 | See tA 
oe rom wa ae ne? 5 2 e Darkpact SOR R ecco REE LuR : At the end of combat, put a paralyzation counter on any creature blocked by 
C nis? be oe S ieee aay a 4 Switch the top cord of your library with one of the cards up for ante, i or blocking Dread Wight ond top tt. ifthe creature has a paralyzation 
card ioe aroving Aoverath a easy must Rai Lae ees ; Dawe bins i a repeat = Le pooh eal la a ae 
. i he sae : Torget creature gains shadow until end of turn. : y ners : 
Gethene et non-swom ion Ht nd overtone! id, Choki MG Douthi Ghoo ee iw: Dee a ae i Satie ban é = e 
Bo omg sonnel Cig Mr eh ceo pean gal ae SS 
Circling Vultures SC lee @ WSo Renee age eee eae a Couns os 0 wal. Dif ofthe Ded has power ond toughness eoch equa o 
Flying. During your woke remove the top creature cord in your graveyard = dala Honor oe be celW he ain yA s the ab of Ane ions ou fort 2/5 ous: 
from the game or bury Vultures. if Vultures is in your hand, you may discord? Dauthi Marauder cf Co 6 4 Drudge Skeletons C coo 6D LR4th Sth 
it. Play this ability as on instant. 3/2. ; Shadow. 3/1. : Regenerates. 1/1. 
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Description ~ Description Description 

Drudge foe EN U ee se HL = Gate to Phyrexia EN U eee gee AQ = Hell Swarm NS Ce e 16 

#: Remove 2 creatures from pve from the game. Bring Skeleton Sacrifice a creature during your upkeep to destroy an artifact. £ Moke all creatures -1/-0 until end of turn. 
token into pr. Skeleton is a black 1/1 creature with 4: Regenerates. All = Gaze of Pain SOR ( eco tm IA. = Hellfire SOR R eco See \G 
skeleton tokens ore discarded if Drudge Spell leaves play. : For each of your creatures that attacks ond is not blocked, you may have it Destroy all non-black creatures. Hellfire does X+3 damage fo you, where X 

Dry Spell SOR ( eco @e HL = deal no sell to defending player this tum. If you do so, it instead deals = is the number of creatures placed in the graveyard, 

Dry Spell deals 1 damage to each creature and player. = damage equal to its power to any toget creature. = Hell’s Caretaker SCR eee Sm 1G, C 
Dunpesn Shade SCC eee oe SH = Ghost Hounds Soe U re lL: @: Sactifice 0 creature to put 0 creature in your ig into play. 1 /. 
fying. #: Dungeon Shade ees +1/+] until end of tun. 1/1. : ach logs not cause Ghost rears n tap. Goins first stike if blocking or = Hidden Horror SC coo PRS 
Dystopia El ecco oe Al blocked by white creature(s). 1/1, = When Horror comes into play, discard a creature cord or bury Horror. 4/4. 
Cl: One life. During each dese keep, if that player controls any green = Ghosts of the Damned SCC oe) 6 = Hoar Shade SCC eee Bw A 
or white permanents, he sacrifices a green or white permanent. : Hake jarget creature -] /+ va end of tum, a 3 &:+1/+1 until end of Ma 1/2. 

Enter of the Dead SC coo eh DK : Giant Slug SC 16, CH = Horror of Horrors cco =ORe G 
Choose a creature in ony graveyard and remove it from the game: Untap : ©: Give Slug londwolk abil on a riet ve ] AS cy Sacrifice a swamp to agnenien lock creature. 
ater of the Dead. 3/4. Mmmm. Dead. = Gloom N 2e LUR4th,Sth = Howl from Beyond NS C eee see LUR 4th A, St 

Ebon Praetor SC Ree Bm FE White spells ond white enchantment costs now require on extra B. : larget creature gains +X/+0 until end of turn. 

romple, first strike. Put a -2/-2 counter on Ebon Proetor during upkeep. = Glyph of Doom NS 2 G + Hyalopterous Lemure Sc ooo 2S IA 
Sactitice one creature during upkeep to remove a-2/-2 counter, addinga : Creatures blocked by forget wall are due after combat. : ©: Goins flying and -1/-0 until end of tum. 4/3. 
+1/+0 counter if a Thrull was socticed. .3/; 5. : Grandmother Sengir st eR 2s L_ = Hymn to Tourach SOR ( seece Ba 
Ebony Charm NSC - MG: 4%, @: Target creature gets -] { ] wi end of tum, 3/3. =~ Torget player randomly discards two cards from his hand. 
ose one—Target player loses ife and you gain | life; or remove fom Grave Robbers SC PE K : © Hypnotic Specter sc eeece ee LUBA 
he game up to three cards in any player's graveyard; or target creature con: — , @: Remove an orfifac , any — from game, Goin 2 life. 1/1. tying. Player damaged by Ei must discard o cord at sondom. 2/2. 
only be blocked by artifact of atk creatures this turn. = Gravebane Zombie § MG = Icequake R coo POS 

EL-Hojiaj SCR eo faba ANR4th If Zombie is put into soe from ply, put it on top of owner's library. 3/2. estroy a lond. If itis a snow-covered land, its contllertokes 1 damage. 
Gain 1 life for every point of damage El-Hajigj inflicts. 1/1. : Gigpthe g IA = Ihsan’s Shade SL coco SPREE 

Endless Scream C coo SH ™M : a creature may not re eh te turn. Contrip, H rotection from white. 5/5. ¥ 
‘chanted creature gets +X/+0. : Grovedigger CC « Be TM = Imprison C Reco & 

Enfeeblement C ( eco em MGIM = When Gravedigger comes into play, you may return target creature card : 1): Prevent target creature from attacking, blocking, of tapping. Imprison is 
‘nchanted creature gets a : from your graveyard to your hand. 2/2. : destroyed if mana is not paid, 

Erg Raidess SC ( eco =m ANR,4th,5th =: Grave Pact NR cece PEE SH = Imp’s Taunt NS ee C2 M 
ake 2 damage at end of turn if Erg Raiders don’t attack. 2/3. = Whenever any creature you control is put into any graveyard, each other == uybock @. Target creature attacks this turn if Ne, 

Evil Eye of Orms-By-Gore SC co §6—6 16,51 player sacrifices a creature. > Infernal Contract SOR R ecco Sew NG 

Your creatures Ng not attack, except for Evil Eyes. Evil Eye may only be ; ay pet yo life, rounded up: Drow four cards. 
locked by walls. 3/6. : Infernal Darkness NR eee Qe IA 

Evil Presence L o 6 LU,R,4th, St : CU: & and 1 life. All monc:producing lands produce 4 instead of their 

arget lond fs now a bosic swamp. : = normal mana. 

Evincar’s Justice SOR ( ee LHR TM : ! Infernal Denizen sc oR © va 
uyback &:. Evincar’s Justice deals 2 damage to each creature and player. = : uring upkeep, you must sacrifice two swamps or Infernal Denizen becomes 

Extinction SOR R eee gp TM topped and target opponent may gain contro! of a creature you control of his 
estroy all creatures of any creature type of your choice. : choice. &: Gain control of target creature. 5/7. 

Fallen, The SC co 6 OSE DK, 2 Infernal Harvest SOR C eee gm VS 
uring your upkeep, The Fallen does 1 damage to every opponent it hos 3 Return X swamps you control to owner's hand: Infernal Harvest deals X 
yeviously d damaged. 2/3 : damage, divided any way, among any number of ie creatures, 

Fallen Ange Fe cco SHR 16,CH,5 = Infernal Medusa C Yeo & 

Soctifice a creature: Fallen Angel goins +2/+1 untl end of tun. 3/3. ; Destroy all non-wall creatures blocking or blocked by es, 2/4. 

Fallen Askari SCC eco ee : Infernal Tribute EN Reso | ae 
lanking. Fallen Askari cannot block. 2/2. : 2, Sacrifice o card in py Draw a card. 

Fatal Blow NS Cee & Wi : Initiates of the Ebon Han ( eo & Fe Sth 
ry target creature that was damaged this turn. : #8: Add to your mana wl Bury Intites if more thon is spent this 

Fatal Lore SOR R ee Sp A 2 way in one tum, 1/1. 
arget opponent chooses: You draw 3 cards or you choose and bury up to 2 © Inquisition Sor C 2R 

creatures that opponent controls and he draws up to 3 cards, : ; Examine torget player's hand, Do one done for each white cord. 
Fear C (ee oe L Ratha, Sth © Insidious Bookworms C & 
oy lack or artifact creatures may block target creature. : : 4: Target player discards a card ot an Use only when Bookworms 

Feast of the Unicorn C ( ee ge HL : is put into graveyord from play an only once, 1/1. 
jarget creature gets +4/+0. : 2 Irini sensi SL 2B2 

Feast or Famine NS ooo =632 Al : All white ond green enchantments cost an extra to cast. 2/2. 
uly target non-block, norvartifact creature or put a Zombie token into play. = Jovial Evil SOR Ree Be 
reat this token as 0 2/2 black creature. : : 10 2 damage to opponent for each white creature he aah 

Feral Shadow S Ce @@ MG £ Junin Efreet sc ooo 6D AN, 4th 
tying. 2/1. $ : Flying. Pay 44% during upkeep or Junin Efreet is pee a8: 

Festering Evil N ooo §=SRe Wl 3 = Juzam Djinn SCR eevee BOS 
uring your upkeep, Festering Evil deals 1 damage to each pone and : : uzim Djinn deals 1 bale you suring your upkeep. 5/5. Big meanie. 
layer. 4%, Sacrifice: Do 3 damage to each creature and player. = Kaervek’s Hex R ae MG 

Fetit Horror SCC ee Sm : Kaervek’s Hex deals 1 damage to oxal non Hock creature and an additional 

&:+1/+1 until end of tum. 1/2. : : domage fo each green creature. 

Fevered Convulsions NR seo = Bee ™ : = Kaervek’s Spite NS R co eee 
2He: Puta-l/] col on target creature. : : Sacrifice oll permanents, Discard your hand: Target player loses 5 life. 

Fevered Strength (co 2 ALE = Keeper of Tresserhorn SCR ee Se 
nchanted creature gets sya Contrip. H Keeper attacks and is not blocked, it deals no damage to defending player 

Fledgling 9 Dyin ( eco WL: 3 is tun ond that player loses two it. 6/6. 
tg uring your upkeep, Djinn al damage io you, 2/2. > Kezzerdrix SC eo a TM 

Flow of gots SC 22 Wg ; irst strike. rad your upkeep, i io opponents control no creatures, 

U: ae. May not be blocked - ae creatures. 2/2. : i Kezzerdrix deals 4 damage to you. 4/4. 

Forbidden Crypt R cee See MG: : Khabal Ghoul SCR ceo B® AN 
or each card you would ro instead choose a card in io graveyard ond: : Gets 0 +1/+1 counter at end of turn for each creature that was destroye 
ut it into your hand. If you cannot, you lose the gome. When a card is put: that turn. 1/1. 

into your graveyord, remove it from the game. : Kjeldoran Dea CO aE A, Sth 
Forbidden Ritual SOR R ee 292 WS : : You must sactifice 0 creature when Kjeldoran Dead comes into play. 

Sacrifice 0 card in play: Target opponent loses 2 life unless he or she : : &: Regenerate. 3/1. 

soctifices 0 permanent or chooses and discards a card. You may repeat this = Grave Servitude fC Om MG = Knight of Dusk SC YU oe =e M 

rocess 0s many fimes os you choose. + You may choose to play Grove Servitude as an instant; if you do, bury itat_ £ — “g.@p- Destroy target creature blocking Knight of Dusk. 2/2. 

Forsaken Wastes WR eee ae NG = end of turn, Enchanted creature gets +3/-1 ond is black. : Knights of Stromgald SCO) oes ee A, Sth 
layers cannot goin life. During each player's upkeep, that faye loses] = Greater Werewolf SC Coe =@S HLSth rotection from white. > a: Ae ®: First strike. 2/1. 

life. If Forsaken Wastes is the torget of a successfully cast spel, that spel’s |: After combot, put o-0/-2 counter on all ceafures that blocked werewolf. 2/4. = Koskun Falls W Zee L 
coster loses § life. : Greed [NR eee Ge 16, 41h: uring your upkeep, top target me ie control or bury Koskun Falls. No 

Foul Familiar SCC eee am IA: ©, Pay 2 life: Drow a cord. = creature can attack You unless its controller pays an additional 2: whenever 

May not block. 4: Pay 1 life to return bps SOR SR 3/l,.. 3 Guardian Beost SC Resse Oe AN the creature attacks. 

Foul Imp SC OC ewe SH : f untapped, prevents the stealing, destruction, or enchantment of your non: Krovikan Elementalist SC co 86 IA 
Wha When Foul Imp comes into play lose 2 ie 50 > Creature arifects. 2/4. Nakes a good coat hanger too. : 2@: Give o creature +1 /+0 until end of turn. a a: be creature you 

Frankenstein's Monster §= SCR BOS DK: Harbinger of Night SC Reo See MG control flying until end of furn, Bury that creature at end of turn. 1/1. 

Remove X creatures from your pani From he game when casting : uring your upkeep, put a-1/-1 counter on each creature. 2/3. 5 Krovikan Fetish C Co @e MA, Sth 
Monster, For each creature removed from the game in this way, give : Hastan Ogress SS Ce 8 AN,CH : Torget ceature gets +1/-+1. Contip. 
Monster 0 permanent a7 “el, ot +0/+2, 0/1. : ay & when Hastan Ogress attacks or lose 2 life. 3/2. = Krovikan Horror sR e ae Al 

Frozen Shade SC eco 28 UR 4th, Sth | Haunting Misery SOR Ce Gee WL ft the end of any tum, if Krovikan Horror is in your graveyard with a 

4: +1/41 until end of turn, 0/ ‘e : Remove X creature cords in your graveyard from the game: Haunting Misery : summon card ditectly above it, you may put Krovikan Horror into your hand, 

Funeral Charm INS C coo VS : deals X damage to target player. : 4: Sacrifice o creature to have Krovikan Horror deal one damage to target 

Choose oe le ayer chooses and discards 0 card; or target creature gets = Haunting Wind EN ll a 3 “10 : creature or player. 2/2. 
+2/-1 until end of turn; or target creature gains swompwalk until end of tun, ; 00.1 damage to arfifact’s contraller each time an arffactin play is topped or = Kroyikan Plague ( ° Qe Al 
Funeral March [Ce Gee HL,Sth =, lis activation costis paid Play on a non-wall creature you control. %: Tap enchanted creature to have 
When raat creature leaves pe hat that creature’s controler must sacrifice 0 i Headless Horseman , Sc Ce 2@ 6 i Krovikan Plague deal one damoge to target creature or player. Put a-0/-1 
creature. Ignore this effect if he controls no other creatures. 5 Specking of Sleepy Hollow, this card ie a ian it makes us sleepy. 2/2. H counter on enchanted creature. a 
Sig SL Ree Bee WL + Headstone NSC De HL = Krovikan Vampire SC ec §=698 OS IA 
CU: Poy 1 life. Trample. 5/5. : Remove target card in ony pee = the game, Contrip. 5 iF o creature dies during a turn in which Krovikan Vompire damaged it, itis 
Gangrenous Zombies SC eo ep : Hecatomb N Nn ss di Sth: ut into play under your control. Bury the creature if Krovikan Vampire 
: Sacrifice to deal | damage to each creature and br Lombies es : —Sactifice four creatures when Hecatomb comes into play. : Topaswomp we cy or your control. 3/3. 
2 damage if you control any snow-covered swamps. Wy : you control to have Hecatomb deal 1 damage to any target. H 
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; © Odylc Wraith SC Ue ae m 
© Mindstab Thrull SCC | 6 ee FESth TS walk. If Odylic Wroith damages ony player, that player chooses ond 
= If Thrull attacks and is not blocked, you may have it deal no damage and == jean. 3 OF 
= soctfice it to force the defender to discard three cards. 2//2. * Order of the Ebon Hand SC ecco BS FE 
{Minion of Leshrac SCR eve = =SSee A: rotection fiom white, 4B: +1/+0. #: First stike. 2/1. 
: Protection from black, During upkeep, sacrifice a creature or Minion does5 = Quhliette EN C eco pee AN 
i dae ep me me Ti sy a ‘creature oe ‘Se ik ; fe ee ain ee gor, creature re Leary 
H : =< = Painful Memories , 
3 Lape pel ti eels ©: Give target creature $ ' ook ot target opponent's om put onecard on top of his i i a . 
sca uae mea : a th, St 
: ! Minion of the Wastes 'SC_—«R ee BH mH puane ar ae 
Nome Kind CR Roting Cost Sets Found = | ie : A ip forget creature. Target creature doesn’t untap as normal. Creature’s 
i De aE en 0 oeeachd at oe 
* Mire Shade eo D2 MG 5 
Lah ae ut 0 Rat than fio ia Tt sel /'| black creature SH ga Re ett cu: Pu o+) +) coat on Hip Shade 1/1. i Fesen in si (se a a ttieanst 
laetinalian SC se ae “TM H Hci Fee care oi Se : 2: bn | danage each etre andl poe Buy aston fee 

4, ©: leeching licd loses this ability and becomes a creature enchantment : Misinformation INS (Yeo A: Eres Rr na at Pen ny : 

that reads “During the upkeep of enchanted creature's controller, Leeching ; Put 3 cards from an opponent's graveyard on top of his ibrory in any order. 3 Pestilence es oe Fe c es E con IA 

Licid deals 1 damage to that player” instead of 0 creature. Move Leeching Mold Demon sc Re SOL 6: ph Sci he jer of other Rats in pe 3B. 

‘licid onto target creature. You may pay # to end this effect. 1/1. : —Soctfice two swamps when Mold Demon comes into play or bury him. 6/6. = hoe vie and of i en Fae eal ari teedtiness it 
eee a inna 1 io taiain <a pee lond, As | ‘i a bg ha land does pnd fun ae ae . ’ 
Leshrac’s Rite i Ue & NA,5th : anu Noumey ieee mae a nc _ sits ; Phyrexian Boon fay vid Jn | Ml 

: 4 paral. yay : “As long os enchanted creature is black, it get +2/+1; otherwise it gets 1/2. 
t Bey enstieanan ges — re Moor Fiend SC ee 8683S A: Phyrexian Gremlins GC aes No 
eshrac's Sigil Go : ¥ Kk. 3/3. : , 5 : F 

a: Whenever an opponent sucessfully costs a geen spell, look at that ae - C¢ Co. ee SH ©: logs oy ¥en Bs Seen fea feo oes not 

as pon ade fom fat hond of your choice. $4: Ractte Norge Thel: Put he tp thee cards of your bra into your Phyrextan Tribute en che on vin a, 17 " 
lesser Werewole SC ‘ce SS ig 3 Norte jis i ew aoe Ww ; ri See vo ens Desh ay eet ie 

2: Give Werewolf-1/-0 until end of turn. Put a-0/-1 counter on creatues = — Flying, CU: 1 life. 5/4. a cr lames A ; n sr au See NS 

locking or blocked by Werewolf. Lesser Werewolf's power may not be © Mortuary IN R coe ae : Puri ead pane Ue a ee ues a or thot player 
“we below 0 using nee ae om sake Ly : Whenever pases ae your graveyard from play, put thot Pit imp ae heal eC a C ne 2 ™ 
Wt tt library. 3 We + Di e 

se all life. For each point of damage you tke, bury one permanent you: turk Duels a St (« 30 DK 4th Sth 2 ha Be ne me ps of urn. You cannot spend more 
ita oe oi my gai, a 80. pity play you an vt Duele attack ond 5 not bok, it sis 2 /+0. 2/2. '. © it score IT oar mM v Sy one 4th Sth 
= oo or tae! by Cohort cannot pepo 2/3. P i pee Sucict M wen aig Nomeless he were *i a most? foe da sonnet ope ort ra Cone ae Sth 

él 4 4 { i i inthelr : eee 

uring your upkeep, Hex rt tao i all players. Eoch player may poy Hal ne eno Cen arpa ve ip aa : oe and toughness noon gain ong eg aa Wsh 

& of fo prevent the demage fo himself. * Necrat @ : * = Ne. F zg 
Lim-Dal's High Guor CC ee GOS AD ere rr ea aed roe ne W : Each player sgrfces 1/3 of thei ston grt it U9 le 

inst strike, aa: Regenerate. 2/1. ; until end of turn. 1/2 gloves Gomes : be in their Hi |; Wa iy must oe i ‘lag creatures; finally 
Living Death SOR eT T™ ; Nac EENMEN . + they must sacrifice 1/3 of theit !ands. Round each fos up. 
Set aside oll creature cords in all graveyards. Then, put each creature that is: ae Netto sacks ond artis Hane neil to comet 4 oe sti on an 7 Pe ass Re 
co ink etl ala cord set oside in: r soe i Yo hoy tage cette controlled ee player. ie © Purraj are : 4 Gee oe ene NG 
l Ww I. Necro: eco =f : Leading - 5 rs ‘ 
Lord of the Pit SC R ce aeee LRA You may Jay Nectomancy os on instant; f you do, bury itat end of tum. =: eligi ee “ie _ 41 eae Purl, Use only 
i, Si. You uke, aa otherthan Lord of |= ~=—- When you play Nec oes ces a bengal, hen j ion lack spell is cast " a pee enc Ee aA - 
Pit or Lord of the Pit does 7 damage to you. 7/7. H lecromancy comes into play, put that creature into play as though jus : " 
Lost Soul Ss Ce 6See LG,4th,Sth layed an ‘ecomangy Bex an enchantment fa ges te reat. i, 3/2. " 

Swampwalk. 2/1. : lecromancy leaves play, bury the creature. : Rueinite : N Ue 2 6 

Maddening Imp SC. Rk Se 22 TM: Necropotence [NR ecco See Ath 3 Creatures with swampwalk may be blocked as normal. 
ving, @: Al non-Wll creatures forget opponent controls attack this tum if ©? Skip your draw phase, @: Pay 1 life to set aside the top cord of your Rabid Rats : Sc Ce , &e SH 

able: At end of turn, destroy each of those creatures that didnot attack, Use library. Add it to your hand atthe stort of your next discard phase. : _« @: Target blocking creature gets-1/-1 until end of turn. 1/1. 

this obility only during target opponent's turn ond only before combat, 1/1. + Necrosavant SR ee) =H yS 2 Rag Man sc OR ee Zee OK,4th,Sth 
Marsh Gas INS Ce 2 Kath &&®, Socifice a creature: Put Necrosavont into play. Use this ability “4, @: Examine opponent's hand. Opponent must randomly discard 

Make all creatures-2/-0 until end of tum. ™ only during your upkeep and only if Necrosavantis in your graveyard. 5/5. : _ _acreature, if any ore in hond, 2/1. 

; + Rain of Tears SOR U seo Pe T™™ 
; estroy target land. 
= Raise Dead SOR C ooo @ LU, 4th Sth 
: Bing o.creature from your ean into your hand. 
+ Rats of Rath C Co pe ™M 
: @: Destroy target artifact, creature, or lond you control. 2/1. 
+ Ravenous Vampire Sc coo 2S MG 
4 mn . During your upkeep, sacrifice a non-arlifect creature ond put a 
§ +1/+1 counter on Vampire, or tap Vampire. 3/3. 
‘ Razortooth Rats sc ee 22 WL 
: Cannot be blocked exceat by artifact creatures and black creatures. 2/1. 
: Reanimate SOR eco = TM 
ut target creature card from cny graveyard into play under your control. 
: cose lite equal to that creature’s total casting cost, 
+ Reckless Spite INS coo LSS T™ 
; estroy two nonblack creatures. Lose 5 life. 
+ Reign of Terror SOR co §=6 BE ING 
; Bury all white or green creatures. Lose 2 life for each creature. 
* Restless Dead SC eee ee ING 
; : Regenerate Restless Deod. 1/1. 
wi : Revenant ‘ , SC Nee? Ree ° ha uit SH 
os: een | : lying. Revenant has power and toughness each equal to the number o! 
‘Back create with power greater than : i wi 
: : 4), & Name a candFarger — creature cards in your graveyard. i 
° eee Pesto pee angen go ] Dut his Ritual of the Machine SOR ooo 820% Al 
S = ee hand. If he or she cheeses the , Soctfice o creature: Gain control of a nonblack, non-ortifact creature. 
| : Pipe oid ae ir aati aves named card, Cursed Scroll deals 2 © Royal Assassin SCR eee PEE LUR 4th 
( sieanil re donnie to target creatuee or player. i ; i : ©: Destroy ony topped creature. 1/1. 
--) aoe i Sacrifice MS ° g UR 
' Sacrifice a creature to get 42 equal to that creature’s casting cost. 
© Sadistic Glee Cee ™ 
~~ > Whenever any inert is put into cny graveyard from play, put a +1/+1 
: counter on enchanted creature. 
4 Marsh Lurker Se) aie ™ i Nekraiaal SC esos 22S WS i a eh comes into play, a Toma Token into play. Trea! it 
a i Sth te Une fy 8 i blocked this turn except by i His sia. What heen comes into play, bury target nonartifact, ; ike m0 2/2 tek cate. uting your upkeep, i there are no Zombies 
Uy Meat " AN “a 6 : Bom ce : in play, Sarcomancy deals | damage to you. 

grim i 2% SH = Nether Shadow SC Ree BS LUR4th Sth: A 
‘ epee aes Megrim deals 2 damage tohim. Hage cnn ie i ee ae, [exit ai : mae = t . ae CURA Sth 

ind Pee! ee Es SH luring controller's upkeep. Unaffected by summoning sickness. 1/1. : . at 

< Buyback 44. Target player chooses and discards a card. | Nether Void EW Rk esses 3% 16: see cue chod dd ft ae th pra? iced ine 
Mind Ravel Lt es ae insth | | spells are countered unless their controller spends an additional &. le eng of fur, odo ¢ counter for ech other creaTute BRaCeE he 
mall Target player must discord o card. Draw a card ot the beginning of the next: Nettling Imp s ooo §6=Oe LUR } gn that tum. Discard 0 counter to vegeneate Ghoul. 2/2. 
tumn’s upkeep. =: Torget non-woll creature must attack or DIE!!! at end of tun. 1/1. PN = hi fom ane 1H 
Mind Tus SOR R soeee x@ LUR ath: Nightmare SCR ove game LU Rath E. Fhng. a Regenerate Arce sa: /2. 
Mi i fon iin ae Le 1A,5th N bu rad” - mee pet oe i Nig i TE an nw by i urepp bs that could have i 
ind Wart ooo BX SE 5th =: Nocturnal Rai ee 2 $ Ait Peat hl ‘ 

Ie lsh moke bi discord X cds of your choc i . A block ceo get ¥2/ +0 unl nd oft ‘ 4 : a attocked but didn’t. Sd a cane g 
Mind Whi ( eo OB Wy = Norri coo 863 : Seizures ‘ ee ee 

bay target cme ctl upkeep, Mind Whip does 2 damage to . en oe ces Op one target non-wall creature must ie ae a i ed, that creature's controller must pay 

that player cnd taps the creature if he does not pay “S. : lack or be destroyed ot end or turn. 1/1. : or Seizures does 3 damage to him. 

Hinduip Sliver : c on ae TN; Oath of Lim-Dal tN Ree Sm 1A} Sengir Autocrat ¢ R eco Be HL 5th 

Each Sliver gains “2, Socifice this creature: Target player discards 0 cord at |: ‘or each point of damage you take or life you lose, sacrifice one of your =: hen Autocrat comes into play, put 3 smurf tokens into ploy. Smurf these 

rondom. Play this ability os a sorcery.” 2/2. ; ermanents or discord a card from your hand. #<%: Draw o card. £95 0/1 block creatures. I Autocrat smurfs ply, snuff your smurfs. 2/2. 


120 INQUEST 39 


Name Kind €R Rating Cost Sets Found Name Kind (R Reting Cost Sets Found Name Kind (CR Rating — Cost Sets Found 
Description Description Description 
: + Uncle Istvan SC Vee were DK,4th 
Sengir Bats . SC Cee gee HL 2 Sug/Ata Assassin Sc OU ee Pee VS = All damage done to Uncle Istvan by creatures is reduced to’ zero. 1/3. 
lying. For each creature put into the gave ord in the some tum that it was Assassin cannot be blocked except by artifact or black creatures. If Assassin ; © Underworld Dreams  ccese SHE 1G 
damaged by Bats, Bots receive +1/+1. 1 ia  __ attocks and is not blocked, defending player gets a poison counter.1/1. : Do othe to opponent for each card he draws. 
Sengir Vampire SC U eos Gee LUR,4th 2 Swamp Mosquito SCC ee De = Unholy Strengfl fC eee 6S LU, 4th, 5th 
lying. For each creature put into the graveyard in the some turn that it wos = lying. If Mosquito is not blocked, defender gets a poison counter. 0/1. $  Torget creature gains +2/+1. 
damaged by Vampire, Vampire receives +1/+1. 4/4. : Syphon Soul — SOR C ee Be LG = Urborg Justice INS R eco gee 

Serpent Warrior C Ceo ge SH 10.2 damage to all players except caster. Goin life equal to total damage dealt, ; Target opponent buries a number of creatures he or she controls equal to the 
When Serpent Warrior comes into ploy, lose 3 life. 3/3. + Tainted Specter SC Reo ae MG = number of creatures put into graveyard from play so far this turn. 

Servant of Volrath Sew aCe 22 TM: lying, 4284, @: Target chooses a cord from his hand ond then either  : Urborg Mindsucker C Co ee 
f Servant of Volrath leaves play, socrfice o creature. 3/3. discards it or puts it on top of his library. if itis discarded, Specter deals? © =», Sacrifice Urborg Mindsucker: Target hall discards 0 card at 

Sewars of Estark NS R eo «Bee PR : lamage to each creature and player. Play os 0 sorcery, 2/2.  —_rondom. Play this ability as a sorcery. 2/2. 

f torget creature is attacking, it may not be blocked until end of turn. Ifitis : Takklemaggot ec 6S 16, CH = Urborg Panther SC. Cee 6@@ MG 
locking, it deals no damage and takes no damage. : Give target 0-0/1 counter ing controller's rin if creature dies, : -@, Sacrifice Panther: Destroy target creature blocking Panther. Sacrifice 

Sewer Rats ( ( ee & MG controller chooses o new target. If no target, Takklemaggot becomes an : eral Shadow, Breothstealer, and Urborg Panther: Search your library for 
, Poy 1 life: +1/+0 until end of turn. You cannot spend more than = enchantment ond does | damage during upkeep to its fast contraller. Spirit of the Night and put it into play as though it were just played. 2/2. 
®& in this way each tun. 1/1. + Tor Pit Warrior SCC ese §=6@e VS: Urborg Stalker SC Ree Be WL 

Shadow Guildmage SCC eee MG = Tor Pit Warrior is the target of a spell or effect, bury Worrior. 3/4. > During each player's ee if that player controls any nontand permanents 
®,@: Put target creature you control on top of owner's library. @,@: = Tendrils of Despair SOR ° & WL: at are not blk Stolker deals 1 damage to that player. 2/4. 

Guildmage deols 1 domage to any forget and 1 damage to you. 1/1. : _ Soctifice a creature: Target opponent chooses and discards two cards. + Vampire Bats sc Cee 6 16,4th, Sth 

Shadow Rider SCC eee Be WL = Terror NS ( ecco spe LUR4th,Sth lying. 4: Give Bats +1/+0 until end of tun. Only 4% moy be spent 
Flanking. 3/3. = _ Bury target creature. Cannot target black or artifact creatures. this way per tun. 0/1. 

Shallow Grave INS R eco Ge MG = Thrull Champion C Re = &e FE = Vampiric Tutor INS Reese vs 
Put top creature from your graveyard in play. Creature is unaffected by sum- All Thrulls a /+\. @: Toke control of torget Thrull. When Thrull Pay 2 life: Search your library for any one card. Shuffle your library, then put 
moning sickness and is removed from game at end of any tum. + _ Chompion leaves your control or play, you lose control of it. 2/2. iat card on top of your library. 

Shattered Crypt oo 6k OS = Thrull Retainer ooo FE,Stt Vampirism EC eo Pe VS 
Return X creatures from your greg to your hand and lose X life. Give torget +1/+1. Sacrifice Retainer to regenerate the creature. ‘chanted creature gets +1 /+1 for each other creature you control. All 

Shauku, Endbringer co 6 BD + Thrull Wizard SC ° 2s FE = other creatures you control get -1/-1. Contrip. 

Flying. Shauku connot attack if there is another creature in play. During your 4: Counter black spell unless caster pays an additional 42 or &.1/1. = Yeldrane of Sengir Re SSS L 
upkeep, lose 3 life. @; Remove torget creature from the game and puta ==: ® Timmerian Fiends Re PRE 3 1B ®: Veldrane gets Forestwolk and -3/-0. 5/5. 
+1/+1 counter on Shouku. 5/5. ®P®, Sociifice Timmerion Fiends: Bury torget eponmns ottifoctond = = Wake of Vultures GC ees 22 
Shimion Night Stalker SC eco 322 LG, CH put itin your graveyard, Put Timmerian Fiends into his pose This : lying. 4%, Sacrifice a creature: Regenerate Woke of Vultures. 3/1. 
%, & Redirect domage done to you by an attacking creature to Stalker. 4/4. change is permanent. Opponent may onte an additional card to counter this; Wiolkitg Dead SCC eco am 

Simulacrum INS coo LUR 4th effect. 1/1. ; ®: Regenerate Wolking Dead. 1/1. 

Redirect oll damage done to as this tun to one of your creatures. : Wall of Bone SC eo a LU,R, 4th, Sth 

Sinkhole SOR e000 PS LU 4 ®: Regenerate Wall of Bone. 1/4. 

Destroy a land. 2 Wall of Corpses SS Ce 6 

Skeleton Scavengers SC Ree Sm SH 5 @® Sacrifice Wall: Destroy forget creature blocked by Wall. 0/2. 
Skeleton Scavengers comes into Hi with one +1 /+1 counter on it. Pay Wall of Putrid Flesh sc oo 6S 
© for each yA counter on Skeleton Scavengers: Regenerate Skeleton : fone to Wall of Putrid Flesh by enchanted 


ees and puta +] is counter on it. 0/0. 


Skulking Ghost coo =e NG 
Flying. lf Ghost is the target of a spell or effect, bury Ghost. 2/1. 

Skyshroud Vampire | eee See TM 
Flying. Discard a creature card: Vampire gets +2/+2 until end of turn. 3/3, 

Soldevi Adnate sc Co) fe Al 


®: Sacrifice o black or arfoct creature to add an amount of equal to 


thot creature's casting cost to your mana pool. 1/2. 

Songs of the Damned MS Ce @& IA 
‘Add % to your mana pool for oy creature in your graveyard. 

Sorceress Queen SC ecco PSS ANR Ah Sth 
®: Target creature becomes 0/2 until end of tum. 1/1. 

Soul Burn SOR ( eee om IA 
lo one damage to any target for each 4 or @ spent above the casting 
cost. Goin one life for each 4 spent in this way. 

Sail ime SOR U eee em FE 


emove a creature from the une fo put a creature from your graveyard in 
lay. Add 0 +2/+2 cont} you sacrificed a Thrul. 


Soul Kiss ( eee 2H tA 
®: Poy one life to give enchanted creature +2/+2 until end of turn. You 
may a no more than 4@& in this way each turn. 

Soul Ren NS Y coo qe MG 

ury target white creature, Cantrip, 

Soulshriek NS Cee & NG 


target creature you control gets +*/+0 until end of tun, where * is the 


number of creature in your gen Bury creature at end of turn. 
Souldrinker C Yeo Be T™™ 
ay 3 life: Put a +1/+1 counter on Souldrinker. 2/2. 
Spinal Graft” o 68 TM 


Spinning Darkness 


Spir 


Spir 


Spoils of Evil NT 


Spoils 0 


nchanted creature gets +3/+3. If enchanted creature is the target of 0 
spell or ability, destroy the creature. Creature cannot regenerate this tum. 
NS ( eco ee 

You may remove the top 3 black cards in your graveyard from game instead 
of pe casting cost. Do 3 bye 2 to target nonblack creature. Gain 3 life. 
it of the Night SL coo SESE NG 
hing tromple, protection from black. First strike when attacking. Spirit of 
the Night is unaffected by summoning sickness. 6/5. 
it Shackle ( oo 6H LG,4th 
ut a-0/-2 counter on target creature every time it 

R coo o 
Add to your mano pool and goin 1 life for each artifact or creature in 
forget opponent's graveyard. 
f War SOR R eee Be IA 
ut X +1/+1 counters on any number of creatures. X is equal to the 
number of creatures and artifacts in target opponent's graveyard. 

( ee Pee 


aps. 


Stench of Decay NS Al 
All non-artifoct creatures get -1 /-1 until end of turn. 
Stench of Evil 0 ooo 2H IA 


estroy ail plains. Each ployer takes one damage for each plains he loses 


this way, but may pay °° for each point he wishes to prevent. 

Stone-Throwing Devils a 
irst strike. 1/1. 

Strands of Night EN ooo =2S2 WL 
#©, Pay 2 life, Sacrifice a swamp: Put target creature card from your 
evans into play. 

Stromgald Cabal SC sooo HSS 1A,Sth 
©: Pay | life to counter a white spell. 2/2. 

Shape Spy eo =Se Al 
If Spy attacks and is not blocked, you moy have it deal no damage to make 
defending player play with his hand face up on the table. 2/4. 

Stronghold Assassin SC Ree pee SH 
&, Sactifice o creature: Destroy target nonblack creature. 2/1. 

Stronghold Taskmaster SC eo §=— HS SH 

other black creatures get -] ys 4/3. 
Stupor SO ooo 2S MG 


Opponent discards a card ot random, then chooses and discards o card. 


Bann 
jonni 


} Tombstone Stoirwel : 
: Cumulative ie &%. During each ee upkeep, he puts info playa 
hese tokens are 2/2 black crea- 


token for eoc! 


W 


R eee 


creature in his graveyard. 


Ee 


tures that are unaffected by summoning sickness ond count as Zombies. 


Bury tokens at the end of a tum. 

: Torment ( ee 
H Enchanted creature gets -3/-0. 
: Torture (a 

: 4: Ploce a-1/-1 token on creature Torture enchants. 
2 Tortured Existence 


( ee 


( ee 


NG 


ee S 


& 


, Choose and discard o creature card: Retumn torget creature card from 


3 our graveyard to your hand. 
: Toud of Darks 


Change the col 


Touch of Death 


Do | damage 


i Tourach’s Chant 


s NS Ue 


= 


lor of one or more creatures to black until end of turn. 


HL, 5 


( - 2@ 1A,5t 
to ony player and gain 1 life. Contrip. 
NU ee 1B® 


F 
Whenever a player puts a forest into play Tourach’s Chant deals 3 damage 
to him if he does not place i -1/-| counter on a 


2 Tourach’s Gate 


Re 


creature he controls. 
TEP 


Sacrifice a Thrull to put three time counters on target land. Remove a 
counter during upkeep, burying Gate when there it has no time counters. 
®: Top land to give all your attacking creatures +2/-1 until end of turn. 
NS Pe LG, C 
Target creature’s power and toughness are switched until end of turn. 


: Transmutation 


(eee 


‘ac iotive 
ttifac ant Arti 
Current ant Cr 


adows ( ee LSS LG, Cl 
Jamage done to Wall by creatures it blocks is reduced to 0. Wall of 
: Shadows may not be targeted by effects targeting only walls. 0/1. 
2 Wall of Souls SC coo PS 
Whenever Wall of Souls is dealt combat damage, it deals an equal amount 
2 of damage to target opponent. 0/4. 
+ Wall of Tombstones ° pe 16 
z *=the number of creatures in your graveyard. 0/1+%, 
> Warp Artifact EA oo 6 LUR, 4th, St 
: 10 | damage to torget artifact’s controller during upkeep. 
2 Wave of Terror Ree «8 
: CU: a. Atthe end of your upkeep, bury each creature with casting cost 
i equal to Wave of Terror’s last paid cumulative upkeep. 
2 Weakness (o ¢€ LU,R,4th, St 
arget creature loses -2/-]. 
Wicked Reward NS C ee Pe 
Sacrifice 0 creature: Target creature gets +4/+-2 until end of turn. 
+ Will-O’-The-Wis; SC _ R ecco & LUR4 
ying. : lone Will-O’-The-Wisp. 0/1. 
Withering Boon NT U eee age MG 
oy 5 life: Counter forget summon spell. 
Withering Wisps eco pee IA 


e; 


: than the number of snow-covered swamps you control. Destroy if there are 

: no creatures in play at end of tum. 

= Word of Binding SOR ( eo eee DK At 

: ap X creatures. 

= Word of Command NS Reo pe 

3 lay any card from opponent’s hand using his available lands. 

= Worms of the Earth Re 2See K 
: No new land may be put into play. During any upkeep, any player may 

: lestroy Worms by sacrificing 2 lands or 5 life. 

£ Wretched, The SCR coe She LG,CH, 5t 


After combat, take control o 
control of such creatures if Wretche 


5 Xenic Poltergeist SCR cee pe AQ,4th,5t 
3 >: Tum target non-creature artifact into on ortifact creature with both power 

and toughness equal fo its casting cost ond with its original abilities. This 
i effect lasts until your next upkeep. 1/1. 
: Bo adh SCR ee) 6 AQ, C 
: lying, first strike. During your nue sacrifice one of your artifacts or 

ay pal Demon taps and does 2 damage to you. 5/6 
= Zombie Master SCR oe pee  LUR Ath SH 
; Al zombies in play gain swampwalk and may regenerate for . 2/3. 

SC coo 2S NG 


: Zombie Mob 
: Comes into play with one + 


: (Heat Remove cll of tl 
: Zombie Scavengers 
: Remove top car 


ucion 
Untap 


put into ony graveyard, pu 


Abjure 


Acid Rein 


Air Bement 


‘otection from white. Damage 
cleatures is reduced to 0. if 


= Will of Shad 


4 ] damage to all creatures and players. You cannot spend more 


all creatures blocking The Wretched. Lose 
leaves play of your control. 2/5. 


/+) counter for each summon card in your 
ose cords from the game. 2/0. 
(  ( eee “ae 


in your graveyard from the game: Regenerate. 3/1. 


( 206 

Goin control of enchanted creature. If creature is 
that creature into play under its owner’s control. 
N @ W 


enchanted creature. 


( ee 
Soctifice a blue permanent: Counter target spell. 
§ R coe Be LG 
Destroy all forests in play. 
her Storm Yee 8@ HL,5 
No summon spells may be cast. Anyone may poy 4 fife to bury Storm. 
fal SC U eee Be LUR Ath, 5H 
Flying. 4/4. 
i SOR J coce Beew DK 


nese 
Look a 


t target player's hand. Target discards oll non-lond cards. 
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Nome Kind CR Rating Cost Sets Found Nome Kind (R Rating Cost Sets Found 
Description Description 
Binding Grasp ( Yoo 3@ Ish Deep Sawn cc le seee E 
\ 2 Pay @@ during upkeep or bury Binding Grasp. Gain control of target rample: Take top 2 cards from your library and put them in your pega 
= : creature, which gains +0/+1. during upkeep or destroy Spawn. «@: Spawn may not be target of spelis or 
The Gathert ®: et gay NT — . LU 4th ae aie tl a Ten ci Secs ne Does not untap as 
\ e ering : counter a red spell being cast or destroy a red card in play. normal during your next untap. 6/6. 
je $ : Boomerang NS ( eco @@ 1G,CH,MG,5th = Deep Water IN Ce e@ 
: Return target permanent fo owner’s hand. @:Al nile lands under your control produce «@e until end of 
© Braingeyser SOR R ecco SH LUR tum instead of their usuol mana. 
Se ne ene Ene arget player must draw X cards. Deflection INT R eoee B@ 1A,Sth 
Name Kind CR Rating Cost Sets Found: Brainstorm NS ( eco @® 1,5 Toxget spell with one target now targets o legal target of your choice, 
Destioton 5 raw three cards, then put ony two cards from your hand on top of your Desertion INT R ecco Sew VS 
‘ net any order. ‘i : Comte Trg spell. If de re an aie esa spell, put that card 
ee : Breath of Dreams bd 260 into play under your control as though it were just played. 
a aaa fT Saas ‘nto To lok at the top ten ue : CU: @. Green ceatures mae on additional CU: Devouring Beep co Ce ee 
cards of your library, then remove any number of en from the game and: aincgeem 4/4 heer Se ‘s Here SOR Us: g@@ " 
ee ia beat Mp Yo irery in ony order. Ancestral Knowledge : Brine Hog e 2O8 G cach ia shuffles his hand and graveyard into his library. You remove the 
Arcestral as y cor Re S66 NG: f Brine Hag goes to the graveyard, oll creatures that dealt damage to Ha __ top 10 cards of your library from game. Each player draws up to 7 cards. 
ok ot the top seven cards of your library. Put two of those cards into your: 8 hat tun become 0/2 sal plat of. : Al bate { HD Le odd 
cand and the rest into your graveyard. ; Browse E , eee : _ Counter target spell. Draw a card. 

e Ancestral Recall Ws R soons @ Lu: ‘2@®: Look ot the top five cards of jes library and put one of them into : Disrupt INS C eo WL 
croet player dtc thee cats ang your hand. Remove the remaining four trom the game. counter target instant, interrupt, or sorcery spell unless its caster pays an 
hana tae fA ol | Sw LUR4th : Ce 5 INS ~C ee0ee — IM F additional Savi <s ce 
‘i e F eae ; B. Retum target permanent fo owner's hand. issipate eooe =“ 

cuget nor-creatute artifact becomes an ortifact creature with power and =: mb ! 
toughness equaling its casting cost; target retoins original abilities. Cerulean Wyvern s¢ ee NG Plea tg el etn tga: A0 


Anti-Magic Aura (CC ee | @ 16,5 lying, protection from sr ae 


i i Chain Stasis Re L cake os mony artifacts as you like from target player's graveyard and place 
peeled oe ae cannot be ap of untap target ceature. Controller of target creature moy pay <2 to them on top of his library in ony order. 

Apathy, Cc Ca @ W che ave Chain Stasis tap or Ug onother target oo i Drain Power nds SOR t i a Pregl 

a ot unital dunn RS Onis UIT ‘ i & oo : ‘op opponent's lands for mona and draw all mana in his pool into yours. 
ee el ee SO te soitrley tht dee Red spelis cost on additional 2 to play. § : Dream Cache SOR C coo Qe ING,TA 
discord a cord at random to untop thot creature, Chronatog SC Rocce he on VS raw three cards. Choose two cards from your hand and put both on either 
Tonrentica Wart ce poe DK At Skip your next tum: Chronatog gets +3/+3 until end of tum. Use this abil the top or the bottom of your library. 
re @: Add & to your mana pool, 0/1 4 only once each tum. 1/2. Dream Coot C co =6€¢ 1G 
ape y BOOMs uring your upkeep you may change target creature's color. 
Dream Fighter SCC eee Sie NG 


Whenever Dream Fighter blocks or is blocked by 0 creature, Dream Fighter 
: ond that creature phase out. 1/1. 
= Dream Halls N Ree Sie SH 
3 instead of paying the casting cost for a spell of any color, its caster may 
choose and discard a card that shores at least one color with that spell. If the 
spell has X in its casting cost, X is 0. 


KILLER COMB 


Rigas Sin YS = Dream Prowler Co eee SH 
: } : ‘ i , ; ream Prowler is unblockable os =a 5 no other creatures are attacking. 1/5. 
i Dream Tides o §6—6t Vs 


5 = 


Creatures do not untop during their controllers’ untop phase. Each nongreen 
creature’s controller may poy cn additional @> during his or her upkeep to 


: untap thot creature. 
£ Dreams of the Dead Uc B® 
4 Put o white or black creature from your graveyard into play. That 
A creature now hos CU; . ff creature leaves ploy, remove it from game. 
: Drowned sc Cee ee DK 
3 &: Regenerates. 1/1. 
: Duplicity NR ee ™M 


See 
When Duplicity comes into play, put the top five cords of your library face 
down on Duplicity. During your upkeep, ig may exchange all the cords in 
: your hand for the cards on Duplicity. At the end of your tur, discard a cord. 
: Ifyou lose control of Oui put all cards on it into owner's graveyard. 
elder 5 tC Re) £688 6 


‘ay only on 0 creature an opponent controls. If enchanted creature becomes: 


topped, draw a card, 
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awn 
(cnet be blacked by red creatures. Socrifice an istond during upkeep or 
4 bury Elder Spawn and lose 6 life. 6/6. 
= Electric Eel : SC o +=€¢ DK 
‘ @@: +2/+0 ond Eel does 1 damage to you. 1/1. 
? Enchantment Alteration INS coo 16,C 
= Switch target enchantment ftom a creature to another or from a land to 
i onother. The enchantment’s controller does not chonge. 
i + Energy Flux N coo 2 AQ,R,4th, Stl 

Arcane Denial INT ( cece qe Al = Clairvoyance INS Ce @ IA: ach artifact requires curing upkeep or it must be destroyed. 

Counter target spell. That spell’s coster may drow up to two cards at the : ook at lot player’s hand. Draw a card ot beginning of next tum. : Energy Tap SOR ( eo 16,411 
ginning of the next turn. Contrip. : Cloak of Invisibility KC Cee © NG i: forget untapped creature you control, Add colorless mana equal to target 

Argivian Restoration SOR co 6p OS WL: chanted creature gains phasing and can only be blocked by Walls. creature's casting cost to your mana pool. 

ut target artifact card from your graveyard into play. = Clone SC cece SH LUR Energy Vortex N eo see 

Arnjlot’s Ascent NN Ce) 6f@Ow IA Clone acquires all characteristics, including color, of torget creature, */*. i he beginning of your upkeep, remove all counters from Vortex. During 
CU: @. 4%: Target creature gains flying until end of turn. = Cloud Djinn sc OU ee 56 WL: forget opponent's upkeep, he a8 for each counter on Vortex, or he takes 

Avizoa sc OR ee oe WL : lying. Cloud Djinn can block only creatures with flying. 5/4. : a grand total of 3 domage. 2%: Put X counters on Vortex. Use this ability 

lying. Skip your next untop phose: Avizoa gets +2/+2 until end of turn. Cloud Elemental Se) 1G com 2 WS: ofily during your upkeep. 
Wi se this ability only once each turn. 2/2. : lying. Cloud Elemental can block only creatures with flying. 2/3. : Enervate S Ce Pe {A,Stl 

Awesome Presence Ceo € Al = Cloud Spirit s Ce 2¢ SH : op target creature, lond, or artifact. Contrip. 

5 ‘nchanted creature can’t be blocked unless defending player pays an : tying. Cloud Spirit con block only creatures with flying. 3/1. Erosion ( ce §=6©@¢€ OK,4t 
additional : for each creature assigned to block it. = Contempt Co Cee £¢ SH 3 jestroy target land unless controller pays @ or pays 1 life during upkeep. 

Azimaet Drake cs Ce 8@ MG 3 f enchanted creature attacks, return that creature and Contempt fo owner’s ©: Errant Minion C se @ 

al lying. @: +1/+0 until end of turn. You connot spend more thon @ in wand at end of combat, 5 uring target creature's controller's upkeep Errant Minion deals 2 damage 
this way each turn. 1/3, : Control Magic FC cove 2O@ LUR4th = tohim. He may pay a for each damage he wishes to prevent. 
a Azure Drake sc a 16,CH,Sth = Goin contol of target creature as long os Control Magic remains on creature. Ertai’s Familiar SC Ree ae 
Flying. 2/4. : +a Artifact R eceeo | UR 5 Phasing. If Ertai’s Fomillar leaves pay place the top 3 cards of your library 
Backfire EC oo 6 164th: uplicate ony artifact in ploy. Treat as both on enchantment ond an artifact. : into your graveyard. @: Ertai’s Familiar connat phase out until the 
or each pan of damage done you toke from target creature, Backfire does. Coral Fighters ( Yee Le : inning of your next mie 2/2. 
a point of damage to creature's controller, 3 Fighters attacks ond is not blocked, look at top card of defender’s library. Ertai’s eddling NTR eevee ™ 
Baki'’s Curse SOR R ® 208 : You may put that card on the bottom of the library. 1/1. : When target spell is successfully cast, me delay counters on it. X cannot 
10 2 damage to each creature for each enchantment on that creature. 2 Coral Reef NC ee) 6@@ 0. During each upkeep of that spell’s caster, remove a delay counter 

Balduvion Conjurer co 6 A: uit 4 polyp counters on Reef. @: Sacrifice an island for 2 polyps. @: Place: rom the spell, If the opel ‘as no delay counters on it, it resolves. 

: Tum a snow-covered land into 0 2/2 creature until end of tun.0/2. 0 +0/+1 counter on a blue creature you control. Remove | ra > Escaped Shapeshifter SC Ree See T™ 

Balduvion Shamon sc oC fe Pe IA = Counterspel NT ( eecee @@ | PRAHA Sty IM As long as your opponent controls any creatures with flying, Escoped 
€: Chonge the text of a white enchantment you control that doesn’thave Counter target spell os it is being cast. : Shapeshifter gains flying. The same is tue for first strike, tromple, ond 
a cumulative upkeep by switching one color word with another. That = Creature Bond C Ce Se LUR At rotection from any color. 3/4. 
enchontment now has CU: 2. 1/1. : target creature goes to the gine do damage equaling creature's £ Essence Flare C ( eco @ 1A 

Bay Falcon SC C coe G@ MG : toughness to creature’s controller. 3 ane creature gets +2/+0. Put a-0/-1 counter on the creature during 
Fyn, Attacking does not cause Bay Falcon to tap. 1/1. + Dance of Many NR cco ie DK,CHSth = — each of its controller's upkeeps. 

Bazaar of Wonders EW Rk eee 8S MG: ut 0 token creature in play and treat it as a duplicate of target creature. = Ether Well NS U eee S@ MG 
Remove all graveyards from the game. Whenever o spell is played, counter: either the token or Dance of Many leaves ply th must be destroyed. Pay = Put target creature on top of owner’s a if that creature is red, you may 
it f 0 card with the some nome is in play or in cny groveyard. 7 ®@® during upkeep or destroy Dance of Many. : choose to put it on the bottom of owner's library instead. 

Benthic Behemoth SCR eee SOE TM : Dandan SC ee) 6 «@e AN,CH,Sth = Evacuation NS R eco Bee SH 
Islondwatk. 7/6. : Islondhome. 4/1. : Return all creatures to owners’ hands. 

Benthic Explorers SCC eee Be Al = Daring Metis SCR coe fee MG = False Demise C Yeo 26 Al 
© Unto target topped land on opponent controls to add one mona of any: ®, Sactifice Daring Apprentice: Counter torget spell. 1/1. : If enchonted creature is put into the graveyard, return that creature to play 
type that lond produces to ie mana pool. 2/4, : Dark Moze So Ce Be HL,5t under your control as though it were just cast. 

Betrayal (Ce 6©@ VS : © Con attock this tum, At the end of tum, remove Maze from the game. edback E U ee 2@ LUR,4th, Sth 

lark Moze cannot attack the turn it comes under your control. Do 1 damage to controller of target enchantment during upkeep. 
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Description Descrintion Description 
Field of Dreams - EW R coo @ 1G = Hydroblost : NTC eee \W.5th = Knightofthe Miss = «= SC_ (eee ae VS 
he top card in every library must always be face up. ; Counter a spell being cast or destroy a red permanent if it’s red. fanking. When Knight comes into poy pay @® or bury target Knight. 2/2. 
Fighting Drake Sle 2@e@ ™ i: khong Ny Use | Oe IA = Krovikan Sorcerer SC eco 28 Waist 
lying. 2/4. = Pu X counters on Iceberg when it comes into play. 2: Put o counter on >: Discard o card from your hond and draw a card. If you discarded a black 
Fishliver Oil “ot Co e@ AN, CH = Iceberg. @:: Remove a counter to odd 1 fo your mana pool. card, draw 2 cards, keg ae and discarding the other. 1/1. 
Give target creature istondwalk. 2 ley : n A ie oe peor dechav le Bison sh Kukemssa Pirates (CR eee NG 
Flosh NS Reco chap . MG: ace target ese le brat uring your upxeep, destroy Icy Prison. Any f Pirates are not blocked, you may have them do no damage this turn and 
uit creature from your hond into play. Pay the creature's casting cost i Wotan Toe Pita a oe iA goin control of target artifact the defending player controls. 2/2. 
reduced by up to >. If you cannot, bury the creature. i Bea Cs. 4/4. Kukemssa Serpent = SCs «(_ eee NG 
Flash Counter INT Cee age Lee usiinaey Presence SCR ap iA Islondhome. @, Sacrifice an island: Torget land an opponent controls is an 
se ren ° 6 ¢ : CU: @. During ig upkeep, lllusionary Presence gets the landwolk ability ieee Vee age HLS 
__ Destroy target red permanent or return target mountain to owner's hand. : thusogary es next mun ah oe Ty A Creatures blocked by Labyrinth Minotaur do not untop as normal during their 
Flight cf LUR,4th,Sth CU: All basic lands of one type are changed to basic lands of a different controller's next untop phase. 1/4. 
arget creature now hos flying. : type of your choice. Lond Equilibrium IN R ecco Bie bo 
Flood IN Cee @ Dk,4th, Sth fllusionary Wall aa Cr IA opponent has at least os much land in play os you, he must socrfice a 
ratte, ca net nar cea. a pg " : ‘ yin piste CU: @. if : ae Mos new one he nue a 7 ' 
fed Shoreline + Illusions o oo at-Nam’s Lega 4 
@@, Return two islonds you contol to owner's hand: Return target i ah bain 0 ife when Illusions of Grandeur nich into ploy. If lilusions Choose o card from your hand and s| fle that cord into your library to draw 
P sen to owner's hand. a == ie , e Grondeur leaves play, a = -- 20 life. win two cards at beginning o ie pats et “i 
ate ext it : use eooe fF op 7 y 
oo ate gains flying, bury it. IFit leaves ploy, it deals to each nomblue, o ook at the top four cards of your library. Put one ae an into your hand arget creature gains flying until end of tum. Drow 0 card. 
nonlying creature 1 cary for each 2 islands you have. 0/5. £ and the rest on the bottom of your library, Legacy’s Allure EN ooo =@ , TM 
Flux SOR ( ee 2@ WL = Inthe Eye of Chaos W Re 2@ 6 wing your upkeep, you may puto treasure counter on Legacy's Allure. 
Eoch player chooses ond discards any number of cards, then draws that + Counter all instants ard interrupts unless caster pays an extra <8, where X is Sacifice Legacy’s Allure: Permanently gain contro! of target creature wi 
many cords. Drow a card. ; the cost of the spell being cost. ower no greater than the number of treasure counters on Legacy’s Allure. 
Fying Men SC Cee 6@ AN = Infuse NS Ce 2@ lA: Legerdemain SOR coo 628 TM 
: ue . Ms ls cre ‘ee 1 : i target artifact, creature or land. Cantrip. fenmenty axcionte control A lias or creature for control o! 
og Elemental d = Insight | coo S@ jarget permanent of the same type. 
Flying. if Elemental attacks or blocks, bury it at end of combat. 4/4. : "Whenever target opponent successfully casts a green spell, draw a cord. Leviathan SCR oo) =— SS @@@@ DK Ath St 
dar we — DD d Fr en ll = Al = Inspiration -~ NS Ce  o@ rare, De py ioe ty v0 yi during upkeep to unta 
ou may i hond fr : layer draws tw , eviathan. Socrifice two islands to attack. ‘ 
instead of paying Force of Will's casting cost. Counter iget spall i fede iii Wt J ee he M$ Uibrary of Lot-Nam SOR R ecco tm Al 
Force Spike NT Co | =6@ L6,5th Counter forget ortfact, creature, enchantment, ot land ability requiing an activation Opponent chooses: You draw three cards at the beginning of the next tuin’s 
: a forget spell unless is cote spends ee a | cost. Abies ofthat amon ate 3 played again this tum. Draw 0 card. a i i. of you search your ‘i ‘* a ai. n aan 
‘orce Voi Hl 2e : Intuition ecco 2. i etap MRM, 
Counter target spell unless its caster spends 8. Contrip. £ Search your library for any three cards and reveal them to target opponent. Goin 1 fife whenever opponent tops a forest. 
Foreshadow INS oe #@ Wi: je of she chooses one. Put that card into your hand and the rest info your Lord of Atlantis CR ee le LU,R, 4th, St 
lame 0 cord. Put the top cord from target opponent's library into his or her: graveyard. Shuffle your library afterwards. All Merfolk in play gain islondwokk and +1/+1. 2/2. 
roveyard. If that cord is the one named, draw the cord. Draw o card at the Intruder Alarm NR cee = ip SH = Magical Hack NT R co WU R Ath, St 
‘ be neg of the next turn : srt s mm ‘ F Creatures do not untop durin te controllers’ untop phases. Whenever any et e the al oh cord being played or in play by switching one basic 
oresig © H fu into pl ‘ land fype with another. 
Search your library for any thtee cords and remove them from the game. = Invisbity SY ie es ee LU § Magus of the Unseen SCR seco em IA,5t 
raw a cord at the beginning of the next tuin’s upkeep. i ‘arget creature may only be blocked by wall : @, ©: Untop one of opponent's artifacts and goin control of it until end 
: get y only be blocked by walls. *: Untap on ny gi Hor 
Forget ’ SOR R eo @@ HLSth =: Invoke Prejudice R cco eee 1G of tum. If itis on ortfact creature, it is unaffected by summoning sickness, 
orget player discards two cards and then draws two cords. Counter on opponent's summon spell of a color different from one of your Arffoct returns to its owner topped at end of turn. 1 /\. 
hee lomarid raga Ha te ste Target ais igcapuniciouun see wean # “nurs ok a bea we lace = sa 
h . &: ing. 5/6. 
lue vat end of tum. 1/3. : Han-o-War SCC coe \S 
Gaseous vol sherds iB ¢ es 26 G,4th,5th,TM ‘ Li Man+o’-War comes in a lay, ~ target creature to owner's hand. a 
larget creature neither deals nor receives damage in combat. jana Chains soo @ 
oe — ; Sc 0) coo 266 OK, 4th i aeons creature a pee upkeep: a 4 
ying. + Regenerates. 2/4. ana Drain eooce 
oe Baal = se dong hee i i L Counter "get - the begining . your “ tea phase, add to your 
lying. >a: Ibatross this turn, The mana poo! colorless mana equal to casting cost of spell. 
controller of any of those creatures may pay 2 life to prevent that creature Mana Teak LC iS 


rom being buried. Use only when Albatross dies. 1/1. : Counter torget spell unless ifs caster pays on additional 
Giont Crab S Ce. #@ ; Moe Mana Severance SOR R seo aw M 
@: Until end of tum, Crab connot be the target of:spells or abilities. 3/3. Search your library for any number of lend cards and remove them from the 
Giant Oyster SC ee L gome. Safle your library afterwards. 
You may leave Oyster tapped. >: Target typed creature doesn’t untap as Mana Short NS R ee Bm LUR, At 
eep, place a- 1/-] counter All opponent's lands are tapped; opponent's mana pool is emptied. 


normal as long as Oyster is ipa uring up 
on creature. If Oyster leaves play, all counters are discarded. 0/3. 


Sreanat is not damaged oe mana. 


Giant Shark sf 8 5® Mana Vortex R ee 1@® 
Islandhome. When Shark blocks or is blocked by o creature that has been Sacrifice o land when costing Vortex. All players must sacrifice a land durin 
' an ed this turn, Shark a Hye nd trample until end of tum. : Ha i ine. Vortex is cee pe tes are no lan ee ¢ 
fant Tortoise oo 2e At anta Ra’ ee 3 
+0/+3 while untapped. 1/1. slandhome. Cannot be blocked except by blue creatures. 3/3. 
Glacial Wall SC eo 2@ UA,Sth Manto Riders soe a 
aa i ; & ‘ a ‘ . Monta Riders gains ig unti nd of turn, 1 un 
iding Licid = ¢ oe 2 larjhon oe 56e 
@, ©: Gliding Licid loses this ability and becomes a creature enchantment Istandhome. Does not untap as normal, 4 @: Sacrifice a creature to unta 
hat reads “Enchanted creature gains flying” instead of a creature. Move Morjhan. Use only during your upkeep. @@: -1 /-0 until the end of tum. 
a Ms eine onto target a: *. sé may poy : to end this effect. os | jue to target meee sie without flying. 8/8. 
of Delusion ° Mask of the Mimic aa8 
: iN counters ‘: torget 20 ture blocked by 0 ae ae Xis the power pe 0 creature: Bat your library ty ony copy of target creature’can 
of the creature. Creature does not untap os normal while it has any counters and put it into play. Shuffle your library afterwards. 
on it. Remove a counter during its controller's upkeep. iene SCR eee 3@¢ IM 
Hakim, Loreweaver SLR Hae biogas ? MG is ‘ ©: Mawcor deals ene to torge ule or player, 3/3. ’ 
lying. @@: Put target creature enchantment from your graveyard on leddle ooo =} M\ 
lakim. Use only during your upkeep and only if there are no enchantments carget spell, which targets a single creature, targets onother creature of your 
‘ on Ll de on all sar laa on 2/4. F sa instead. The new oe | be legal. e ‘ 
lammerhead Shar! ee 2 editate i eose 2 
i Sherk Gaal ack ae fending player controls a islands, 2/3. i Skip ‘ad next turn: Drow a car . wes 
larmatian Efreet coo Oe G Memory Lapse coo = @ NG, 
‘ lying, <2 @ @: Torget es gains flying until a" tum. 2/2. ; i Cnr spell. Put ee me top of its owner's library. 
esitation ecco lerchant Serol coo 6 
. ht is played, ans ee esitation. seaiyar library for 0 “ use interrupt ond add it to your hond. 
igh Tide ‘ Merchant Shi oe 
a ye produce another ha ona of tun, ‘ i ‘tte, Gein two life ali Ship ottocks and is not blocked. ah 
lomari e 2 erfolk Assassin ooo OC 
ut a counter on Homorid when it comes into play ond re upkeep. @: Destroy target creature that has istandwalk. 1/2. 
fomarid gets -1/-1 if it has 1 counter and +1/+1 if it has 3 counters. Merfolk of the bead Trident S Ce oe LU, 4th, St 
Remove all counters when there are 4 counters on Homarid. 2/2. VAR 
Homarid Shaman sc Cee : Merfolk Raiders SCC ce ee IG 
@: Top target green creature. 2/1. Island Fish Jasconius SC Ree S@@e ANR Ath Phasing, islandwalk. 2/3. 
aa 5 “od sue Eee : “ Comet -PUtacwetois _ |slandhome. Poy @aie@ curing upkeep to untap. 6/8. : Merfolk Seer sc Ce oo. NG 
Toy. where:K i theca east cl Renerfee feet z Jinx _INS oo @ vIRE E ~@: Drow a card. Use this ability only when Merfolk Seer is put into the 
Homardf Warrior ‘ear eo He FES | jl Torget land becomes bt ae ae choice until end of turn. Contrip. a H . vey from play and “a we AM i . 
Wor f : Jolt f o 2@ \G : Merfolk Traders : oo 
6: Norte ua fat sad cok ¢ ies ila Hi vA tum. To i : Top or untap target wie, yore or lend. oan sey Free eee ie comes into play, drow'a cord, then choose and 
‘ 3 rte : Jum e AR 4t iscord a card. 1/2. 
Horned Jurtle ota 68 u ' Tuiget creature has flying ied of tum. nou : ee eae EC if o aoe a Fl 
te p 3 + Juxtapose R R eee gm CH, : ut 3 net counters on Merseine when it is cast. Target creature does not 
nant as in ploy NS lek by forget ad cee : Coster and target player each choose their highest-costing-cost creature and =: untap as normal if any counters remain. Creature’s controller may pay 
: exchange contro! of them, then-do the omen artifects. : casting cost of target creature to remove a counter. 
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Sink ( coco sem LWRAHANGSHIM — : Reverberation INS R e@ Qi 16 
‘unter torget spell unless its caster spends 2. Spell’s caster must spen Redirect damage from 0 sorcery to its costes. 
: a cll mana from lands and Lp cas until X is met. a ays 7 INS C *® OK 
ecognition coo =H ap all blue creatures. 
ring your upkeep, you may look at the top card of target opponent's : River Merfolk SC Ree Ow FE 
The Gather img” i es ‘ou may then put i eu the sal of his or her library. ie : ‘ : sh River Merfolk ora until end “A tun. 2/1. i 
ismatic Lace ooo } Rootwater Diver 
a Heal hag poe of your choice. cree : @, Petibs Saute et Return target artifact card from your 
: R 5 i cerer oo §=62@ UR-4th,5th = graveyard fo your hand. 
<i ss ona : : : Prodigal Sorcerer deals 1 [are to forget creature or player. 1/1. + Roofwater Hunter So Cee Se TM 
Nome Kind CR Rating Cost + Propaganda ooo =2@ MM —-@: Rootwater Hunter deals 7 damage to to target creature or player. 1/1. 
Description i pa ie eoch creature cannot attack unless its controller pays on additional sheer Sled R ee or ; ™ 
a a re Ty ava ae ® for that creature. © Goin control of target creature as lon nasi jt creature has a 
Mesmeric Trance R beded VA 5 Prosperity SOR U cee shi VS $__enchantments on it. 3, 7 
mie @: Dart ot in Ui fd ae cat. AG” Eps opie draws & a ; ee ‘Ai : Rootwater Shaman SC Ree e@ ™M 
jonic cove L 
Che te tt Nf ed peor by replacing alinstonces of one color: E Do rH on an tea 42 dona - yt, : - sage as poe creature capa whenever mi au play on instant, a 2: 
_ Wor f. ! Psfonic Ath 
SOR oo 6@ Dk AthSth =: @:Do ¥ damage to ony target and 3 damage to isl, ee ‘Sage 8 ort antag Peo wal wo 2H WL 
Do 3 damage fo each player. Players may discard up to 3 cards. Each i Poy ‘Allergy oR 3b DK: Flying. When Sage Ow! comes an va look at fhe top four cords of your 
woe card prevents 1 tne rom Mind Bomb to that player. : hese cee when cast, Do | dang ie each card of this color on = ivan ond out ey Joel f f oe ul N 
INS Cee @ SH = opponent controls during his upkeep. Sacrifice two islands during your al dle Y “29 NG 
Bak oe. Top ie arlifact, creature, or fond. ; re or destroy Psyc aia : bee : 
mt il endioe: NG ev oe ete ao lb ison is NS ( oe @ NG 
ma ®. oan contal of es red of geen creature. i AGL al nag | opponent causes you to discard Psychic Choose one—Torget player draws o cord at the beginning of the next turn’s 
ye vt: Counter any spell that i Mistfolk. 1/2 ate SOR R ee De MG upkeep; or Hela an opponent controls phases out; or target crea- 
= SCOR ee! Hw m re your life total with target ie If the ire isSorlessand  ;_ {ure gots flying until end of tur. 
ai @: Loses Ping 2 W: Mist Drogon phases out 4 oe ihe at least 1 life, exc oe? fe totals with ne ployer. LEAK pSen tog Ae —_ , Pe | ue & Geils 1G 
Mnemonic Sliver se oe Seana to target land's citelentsors the land is tf HI \ Sea a ae Bi sc aL ee 2ee 4 nm 
i Each Sliver gins “2, mole Hage Drow cor.” 2/2. lh a eo 2 me IL Monster cannot ottack unless defending player cng any islands. 6/6. 
gre &: Sukie _ age aniee Duin is cele se di roca, the end of each of your turns, sacrifice a land ond Sea Scryer sc Ce ee 
vysted ys for each oT e the creature is destroyed. 1/1. nef gg a : &: Add to your mana pool. Add @ to your mano pool. 1/ : 
fical Tutor econ @ : , x 
—_ Search ie library for on instant, interrupt, mana source, or sorcery and 4 | i 
reveal thot card to oll players. Put the card back on top of your library. : =e j \ 
GS Mystic Decree W Reco aiew I) iJ | 
All creatures Jose flying and islandwalk. | ‘ 1 
=e Mystic Might EE = Ree « A: : : - 
CU: 4. @: Top land to give a creature +2/+2 until end of tum. H ayaa Z - lof K 
Mystic Remora ( eco @ A: : : ; 2 
= CU; a. You Ua draw 0 card whenever target opponent successfully casts a: | liga ( ; : ee 
non-creature spell, Opponent may poy @ to counter this effect. : a 4 : 2 
Mystic Ved C CC ee @ WS 3 : a : ee ; 
You may poy Mystic Veil as an instant; if you do, bury it at end of turn. H : ‘ Sg : ; 
aor creature cannot be the one spels or effects. ; : 
sc oo §=6— L : i | 
arr ois Protection from red. wh : : i ; a a 
Hoble Benefactor SC ee Bw WL: eet i — 
If Benefactor is put into any graveyard from play, each player may search : x : i d i 
his or her library for one cord and put that card into his or her hand. 2/2. : | ' . ‘ . 
Old Mon of the Sea SCR ee Sew AN: : o a rt: ae 
®: Goin control of creature with power less than or equal to the Old Man’s =: 4 
pe You may choose not to untap Old Mon during your untep phase, You : ‘Players cannot untap more than By 
lose control of target creature if Old Mon becomes untapped or if its power Ady pth ciay pa Otani ee ‘one land during their untap phases, 5 
Pail aie ve Pe grees tai daw 2a, eee 
©: Drow a cord, Ophidion deals no combat damage this turn. Use this ose mee ea ' Her icy iouch, contfully caressing — 
thy only if Ophidian is atk and only once each turn. 1/3. : ped air sleeps tts cold.” 
Ovinomancer sc oe VS Jorvalurn, “Lane Thaw” 
When Ovinomancer comes into mY sin three basic lands you control to 
owner's hond or bury Ovinomancer, @, Return Ovinomancer to owner's 
hond: Bury target creature and put a Sheep token into play under the contral 
of the creature’s controller. Treat this token os 0 0/1 green creature. 0/1. 
Paradignn Shift SOR Re pe L 
Remove afi cards in your library from the game. Shuffle your graveyard into ppet Master C Uso e608 16, C Serpent 
our library. creature goes to the graveyord, refuin it to its owner's hand. You may poy aoe 5/5. 
Part Water Sor oc 6 KE 1G : i dt fo return Master to its owner’s hand if this happens. Sea Spir SC a. 1A,5 
Give X target creatures islandwalk until end of turn. nov i SC Ree S@ é: "1/40 until end of turn. 2/3. 
Pondrell Mists IN Ree 2@ WL Flying. oe: Rainbow Efreet phoses out als ad Sc ooo PE HLS 
ach ate a ur U Keep, pay or bury this aes sack Sok U ving. Protection from red. 1/1. 
Phaontosmal me R 4th Sth ook at the top five cords of target aloe tay. Put any number of those a Trolh SC 2@ 
Ving. fs We bsg upkeep o Phontasal ete is destroyed. 4/1. cards on the bottom of that ca in ony order and the rest on top. (@: Regenerate, Use this ability only ie a turn in which Sea Troll was 
Phantasmal Maw SC ooo 86 IA of Command NS ( eee Sig 1A.MG, Sth locked by or in which Sea Troll blocked a blue creature. 2/1. 
jing. @: ner et creature you control, which has toughness less than 3, tap target creature controlled by opponent and toke control of it Ma end asinger SC ee £ee@ FE,Stl 
” pans flying 0 : ae +1 ‘a cal and of tum. If either creature leaves play a i ee by aig sickness. sl dn . an control hae cate HM its cl - at 
fore end of turn, other. rasure least one island. You lose control of creature if Seosinger leaves play, leaves 
Phantasmal Sphere if x Use 2e Al it player puts the top card of his library in his graveyard. Contrip, your control, or becomes untapped. You may choose to leave Seasinger 
—) lying. At the beginning ofyour silt put 0 +1/+1 counter on Sphere. ‘eality NS Co Gw NG jopped during your untap phase. 0/1. 
using your upkeep, pay “for each counter or bury Sphere. f Sphere leaves Tor fe en, creature, or ae ses Out. govion Leviathan S oe OG 16,4th, 5 
lay, put an Orb token into play under opponent's control. Treat token as a ali Re §=6<€¢@ IA slandwalk. 3/3. 
| * 7 blue flying creature, Wee? *ig the number counters on Sphere. 0/1. CU: bee. Instead of ek normal mona, ploins produce @#, swamps rendib i SC Ree Oe AN 
Phantusmal Terrain fl ( cco. ge LUR4th,5t rote, mountains produce 4, and forests produce lying. Sacrifice one of your lands during upkeep, Toke 3 damage if the 
a arget land switches to any bosic land type cet Uy caster. NT Uo pe s oe land is an island. 5/6. 
Phantom Monster SC LUR,4th 5H igt spell, which targets only o single player, targets another play of your Serandib Efreet SC R eecve Be ANR 
si (ees a f 2 i ae instead, oplasiiowk BCH pie lees damage to 1 ane Upkee a ‘i 
tom Warrior ecco PEE he jadow Ki 
antom Warrior is saline 2/2. Sacrifice X cards in hand to bring X cards from your graveyard into your ciget creature gains shadow until end of turn. Draw a cord. 
Phantom Wi ( eo ge WI and, then remove Recall from a per Guildmage SCC eee NG 
chanted creature gains te Sactifice Phantom Wings: Return enchanted construction SOR ( eco © AQR . = = Torget creature ee first strike, &,@: Target creature gets +1/+0. 
creature to ohne shen ring an artifact from your graveyard into your hand. R cco 2Hw NG 
Pirate Ship R coo ae LU,R,4th,5t f Pirates SC ee Lee L Sit “hen you play Shimmer, peo ME . hase londs gin phasing. 
slandhome. &: Do ae @ to any target. 4/3, f Reef Pirotes damage an opponent, apie takes the top cord from fs immering Ereet 
Polar Kraken ek nT Ty IA library ond puts it in his groveyard. 2/; tying, phasing, When bet fae in, torget ie phases out. 2/2. 
Trample. CU: Socrfice a lond. cones into play topped. 11/11. ins of Power INS R seco Bow immering Wings Ciaes(, ise ™ 
Political Trickery SOR R coco che MN You and target opponent each untop and gain control of all creatures tl nchanted creature gains bt &: eeu Wings to owner's hand. 
Exchange control of one of your lands for one of opponent's lands. other controls until end of turn. Those creatures are unaffected by rieking Drake C * 
Polymorph SOR R eee G summoning sickness this turn. lying. When shiek Drake sat into play, return a creature you control 
Bury torget creature. That creature’s controler reveals cid from the top of his: Relearn SOR Use #@@ Ww to owner's hand. 1/1. 
or her iyo until a creature cord is revealed ond then puts that creature into Retumn target instant, lial ale Orson from yout groveyard to your hand. it sc Ro &© lA 
play under his or her contol os though it were just played. The player shufles ; Relic Bind @ 6 At uring your upkeep, you may change the color of Shyft to any colar or 
all other peo cords into his or her library. Play on one of your opponent's re “When ee artifact is topped, you combination of colors. 4/2. 
Portent SOR ( eee may do | damage or give | life to any player. bilant Spirit SC Roce Sm (A,Sth 
You may look at the top three cards of one ployer’s library. Either htt femove Soul INT C ee@ h® LG,CH, St lying, When Spirit attacks, defending player may draw o card. 5/6, 
thot library or put the cards back on top i inany order, Cantrip. cea on. ft SOR C cee Se 
Power Artifact fA OU ee AQ T Yow @e LG raw three cards, then choose and discard a cord. 
Reduce the activation cost o! nie aad by 2 toa minimum of 4. hp all your lands. May only be ployed during uy jonent’s tum. lhouette INS Ue ee 1G 
Power Leak fl ae LUR4t leveka, Wizard Savant «= SLUR & H revent all damage done until end of turn to target creature by spels or 


Enchantment’s controller must iy * dire upkeep or Power Leak does 


®@: Do 2 damage to ony target. Reka does Pc jap next turn. 0/1. : effects targeting it. 
damage to him for each unpaid mona. ‘ 
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Silver Erne. SC oo 6S IA: Tholakos Sentry SC co 6 TM = Tradewind Rider SCR ecee Bi ™ 
Flying, tromple. 2/2. : Shadow, 1/2. H lying. @, Tap two creatures you control: Retum target permanent to 

Silver Wyvern R ee Gee SH : Thirst C Coe Be MG = owner’s hand. 1/4. 

Flying. i’: Target spell or ability, which targets only Silver Wyvern, targets: ‘ap enchanted creature. During your upkeep, pay @ or bury Thirst. 2 Transmute Artifact SOR U eo Ge AQ 
another creature of your choice instead. Play this ability as cn interrupt. 4/3, = nchonted creature does not untap during its controller's untop phase. i Sacrifice an artifact to choose on artifact from your library and put it into 

Sindb o §6—6e® AN,4th = Thought Lash ° 20@ AL: oe You must pay the difference if the new ortifact costs more. 
®: Drow a card. If itis not a lond, discard it. 1/1. : : Remove the top card of your fil ny from the gome. If you do not, : Twiddle NS C oe LU,4th,Sth 

Siren’s Call NS ee LUR Ath remove your library from the pais ond bury Thought Lash, <@:: Remove the ‘ap or untop any single land, creature, or ortifact in play. 

All of opponent's creatures that con attack must do so, or die at end of turn. : jop cord of your library from the game to prevent one damage to you. Twitch NS C eo gi TM 

Skyshroud Condor SC ° ae TM : Thoughtace NT Re € WURAth : ap of untop target artifact, creature or land. Drow a card. 

Flying. You cannot play Skyshroud Condor unless you have successfully cast : range the color of o cord being played or already in play to blue. Undertow N ° 2 LG 
another spell this tuin. 2/2. + Three Wishes NS R eco ew VS : Creatures with islandwalk may be blocked. 

si kg T coco LUR 4th IA Sth : fake the top three cards from your library, look at them, and set them aside : Undo SOR C = ew VS 

jonge the text of a card being played or in play by switching one color =; face down, You may play those cards as though they were in your hand. At = Return two target creatures to owner's hand. 
word with another. 3 he beginning of your next tun, bury any of those cards not played. : Unstable Mutation C (eco @& AN,R,4th, St 

Snow Devil eC Co se A: Thunder Wall sc ee £Oe IA = arget creature gains +3/+3. Put-1/-] counter on creature during your 
Torget creature gains flying. As long os you control ony snow-covered lands, : ing. ve: +1/+1 until end of tun. 0/2. : upkeep. These counters remain even if Unstable Mutation is destroyed. 
that creature also gains first strike when blocking, {Tidal tonal NR ee haha Al = Unstable Shapeshifter SCR coe am 

Snowfal Nec De A: CU: <. Anyone may pay 2 or two life to counter a red or green spell. Whenever any creature comes into play, Unstable Shapeshifter permanently 
CU: . Islands may produce an additional s@) when tepped for mona, 2 Tidal Flats | . @ 1 fee becomes a copy of that creature and retains this ability. 0/1. 
Snow-covered islands may produce either an odditionol 4 or @ when: @®: All of your creatures that are blocking pore creatures get fist: — Unsummon NS ( coo LUR,4th, St 
Topped for mona. This mana is usable only for cumulative upkeep. : strike until end of tuin. Attacking player may pay one for each attacking —«—=_Refurn target creature to its owner's hand. 

Soar FCC ee gy MG : creature to prevent this affect. i Updraft NS oo Pe 1A,5t 
You may choose to play Soar as an instant; if you do, bury it at the end of |: Tidal Influence . N oo 68 E 3 Give target creature flying until end of tumn. Cantrip. ; 
tum. Enchanted creature gets +0/+1 ond goins flying. : Put | counter on Tidal Influence when asin itand duting upkeep. When: Vanishing C ( ooo @ VS 

Soldevi Heretic CC « 2% Al there is one counter on Tidal Influences, all blue creatures get -2/-0. When = @@- Enchonted creature phoses out, 

3%, &: Prevent up to two damage to ony creature. Target opponent may — : tise ie 3 ane & i int wes get +2/+0. Remove all countets —  Yanorqus Djinn sc oe 20 NG 
drow a cord. 2/2. : when iene. ore Towr-On ATeohannwence, ! Flying. During your upkeep, pay see) or Voporous Djinn phases out. 3/4. 
Soldevi Machinist SC co 6h IA: ? : secre Venarian Gold C Co See 1G 

©: Add 2 to mana pool. Use on! itt artifact activation costs. 1/1. : G Put X counters on target creature and tap it. Creature does not untap while a 

Soldevi Sage oe be : counter remoins. Remove a. counter during creature controller's upkeep. 

&: Soctifice two lands to draw 3 cards. Discard one of those cards. 1/1. | = a H Vesuven Dappe pene SC R eee Sew WU, 

Soul Borrier N eo 26 1A,Sth } Duplicates olf characteristics except color of ony one creature in play. May 
Target opponent takes 2 damage whenever he costs a summon spell. That fi duplicate a different creature during upkeep phose. */*. 

a Moy pay ‘2 to prevent this domage. : Viscerid Armor C Co wm Al 

Spectral Cloak id coo OO Gi Enchonted creature gets + ye ‘Dab: Return Armor to owner's hand. 
Creature cannot be targeted by spells or fast effects unless it is tapped. : Viscerid Drone ( o §=6—6 

Spell Slast NTC e@@ se LU RAT, Sth TMS &: Socrifice a creature ond Swamp to bury target non-artifact creature. : 
Counter target spell; X is the casting cost of target spell. : Sacrifice 0 creature and a Snow-covered Swamp to bury target creature. 1/2. 

Spindrift Drake SCC cee SH i Vision Charm NSC eee @ VS 
Flying. During your upkeep, pay @? or sacrifice Spindrift Drake, 2/1. : Choose one—Target artifact phases out; or put the top four cards from 

Spiny Starfis! s eo 68 Al target player's library into his or her grveyat or all lands of one type are 
‘@: Regenerate Spiny Storfish ond put a Starfish token into play at end of |: asic lands of your choice until end of tum. 
tum, Treat these tokens as 0/1 blue creatures. 0/1. Vodatian Illusionist SC eooe 2 W 

Stosis R ere Pe LURAth, Sth: @@, S: Target creoture phases out. 2/2. 

Players don’t get an untop phase. Pay se during upkeep or bury Stasis. =: Vodalian Knights SCR cee hee 

Steal Artifact EA coo 2G LURK Ah Sth : slandhome. First strike. @: Flying until end of turn. 2/2. 
Gain control of target ortifact. : Vodalion Mage sc Ce ee 

Steal Enchantment ooo 6G Mt ®, otro et unless caster pays on additional a. 1/1. 
Gain control of target enchantment. i Vodatian Soldiers Ces Lo FE, Stk 

Stinging Licid SC ee Pe Me wks. 
© @ ,&: Licid loses this ability ond becomes o creature enchantment thot = Bok see ou Cau cares Ooi Vodalian Wor Machine ==SC RR ei 
eads “Whenever enchanted creature becomes tapped, Stinging Lid deals 2 : Hbcary. Put one of them into your hand @: Top >Merfolk you control to cllow War Machine to attack until end o 
lamoge to that creature’s controller” instead of a creature. Move Stinging = | and the rest on the bottom of your tum or give Wor Machine +2/+1 this turn. If War Machine foes to the 
icid onto target creature. You may pay @ to.end this effect. 1/1. : Eratyye bite pour Yilrany aca voveyard, all Merfolk topped in this manner ore destroyed. 0/4. 

Storm Crow SC OC fe re Al: trolling time enstoes you need newer Volcanic Eruption SOR R see Seige LUR,4t 

lying. 1/2. = Sa RC eR Destroy X mountains of your choice and do 1 damage to each player ond 

Storm Elemental Sc coo 8656 Al: 


creature in play for each mba destroyed. 


lying. @: Remove top card of your library from the game to tap target Volrath’s Curse ( eco pe 


ving creature, a: Remove op cad of your Ray fiom the game. tis. Enchanted creature cannot attack, block or play in ability requiring on 
snow-covered land, Storm Elemental gets +1/+1 until end of tun. 3/4. : activation cost. That creature’s controller m oath gemeneht to ignore 
Suffocation INS co 6 @ Al this ability until end of turn. «ti: Return Volrath’s Curse to owner’s hand, 
ay only when a red spell deals damage to you. Do 4 damage to tha : Volrath’s Shapeshifter cc Re tHe 
one } : Cantrip. i én a 4 As long as the top cord of your graveyard is a creature, Shapeshifter is a copy of 
All blue creatures goin +1/+-1. Pay @)@s during upkeep or destroy City. ; Wa Hi ——- ney aaa a pee i — Pensa ue 
Sug) pa Rivne raandile _ ie im sels ate sue H Walking Dream is unblackoble. Walking Dream does not wi during your 
irewalker deals | damage to target creature or player. 0/1. : bata 1ase if ony opponent controls two or more Creatures. 5/3. 
Svyelunite Priest SC eo be FE : Wal i a /s xt oe ew | LURAISt 
©, &: Jorget creature may not be targeted by spells or effects until end = Wall cf ba ‘ Cc Re oe 
ian ae this ability ont gg vokeep. V ‘. OK ; 66,2: Put a Kelp token into play. Treat this 6s 00/1 wall. 0/3, 
‘arget creature stays topped during untap phase if it attacked last tun. Tap = Wl ee blocks an ae af sack ot nose Gentes to 
rget creature when Tongle Kelp is cast. keh Y p 
anivhin SL Rk ee Sew 3 nig stand at end of combat. 0/4. . 
sing, Tromple. At the beginning of your upkeep, all lands you control ~~ —“Tidal Surge R C Le SH: Wa a Vane damaged by ee ‘4 locke 0 /\ sia iG, ¢ 
se out. 7/7. : Top up to three target creatures without flying. = Wall of Water SC oo §6—66a@@ LU.R,4 
eferi’s Curse PC ee be MG = Tidal Warrior SCC eo SH : @: +1/30.0/5. 4 sa 
ay hy on ortifact or creature. Enchanted permanent gains phasing. : ®: Target land is on island until end of tun. 1/1. : Wall of Wonder sc oo 866 , 
eferi’s Drake SC 8 Be MG : Tidal Wave INS Yee @ NG 2 @: Give Wall of Wonder +4/-4 and enable it to attack. 1/5. 
; ying, phasing. 3/2. : : To Woe et Ble aly, ea / eh as oe 5 blue creature that == Water Elemental SC eo 6s¢8 UR At 
eferi’s Imp eT NG counts asa Well. Bury the token at end of any tum. : 5/4. 
yi. Phasing. When Teferi's Imp phases out, choose and discard a cord, = ‘Time and Tide NS Ue Ge : VS} Woier Wurm SoG 8 Cy 
When Tefeii’s Imp phases in, draw a cord. 1/1. a creatures phased out fee sae anes wt phasing phase ch > Water Wurm gains O/s1f opponent controls ony islands. 1/1. 
i" . : o cq i ooo oN 
“ foe of each i EAs . tha sine — antifects, " i Tm oe on top ovine Ibay. eo ig ath Sth : nity your upc eh 4 untapped island - control to owner's 
, lands, or global enchantment. All cards of ch hase out. : be : by pens ‘and of bury Waterspout Djinn. 4/4. 
mine lands, or globo ch en fe cor ; Q - josen type pi se ; Bee Siem lawget bent vit tae Coane tet : Wave Elemental e oo «246 NG 
When one of your creatures attacks, it phases out at end of combat. : enchanted permanents. Destroy Time Elemental and do 5 comage to its. , ©: Socifice: Tap up fo three torget creatures without fying. 2/3. 
sland is te @@ ef a it blocks or Lee i Bore i: Whim of Volrath INS R coo @ pee)" 
Target creature becomes tapped and deals no domage this tuin.tdoes not; Toke an exta tur immediately ofter this one. a yack a oie the i ¢ target aielial replacing dl a 
unfap normally during its i two untap phases, in = Time Warp itt p aoe ™ : whis Sr ike: oe is a Lee hls Ee ™ 
eleport soo OHO CH 3 t player tak fra tum after f : ‘ 
ie creature moy not be blocked this turn. : etineteeer ica SOR cooee 2@ LU: “i Drow crt a oe = 
halakos Deceiver SC Ree Sm SH i ut Timetwister in o new graveyard. Shuffle your hand, library, and : ing, «: Torget creature gains fying until end of turn. 1/1 
Shadow. Soctfice Deceiver: Gain control of target creature permanently. Use: raveyard together and draw seven cards. : Wind brake is My coo OG TM 
this ability only if Deceiver is attacking and unblocked. 1/1. = Timid Droke ss Uo &e WL : ing. 2/2. 
halakos Dreamsower sc coo 82H Me lying, If a creature comes into play, retun Timid Drake to owner's hand. 3/3. : Wind ee sc Cn 7 IASth 
Shadow. You may choose not to untap Thalakos Dreamsower during your =: —Tolarian Drake sc Ce 2¢€ WL: lying. Wind Spitit connot be blocked by less than two creatures. 3/2. 
untop phase. If Thalakos Dreamsower domages any opponent, tap target fying, phasing. 2/4. > Win ef Sliver SC ee oe ™ 
creature. As long as Thalokos Dreamsower remains tapped, thot creature =: alate Eohtgee SCR oo Pe WL : Al Sivers gui fying. 1/1; 
does not untap during its controller's untap phase. 1 vi : Whenever Tolarion Entrancer is blocked by ony creature, gain control of that : Winter's Chill INS R e@ Seige IA 
Thalakos Merfolk ( ( coo ae Mi creature at end of combat. 1/1. : estoy X nec creatures at the end of combat. X cannot be greater 
__ Shadow. s@i: Put Thalokos Merfolk on top of owner's library, 2/1. : Tolarian Serpent S Re See WL i ian the number of snow-covered lands you control. Each creature's 
Thalakos Seer so Ce) 6 6«@e Me uring your upkeep, put the top seven cards of your library into your : controller may pay <& or to prevent it from being destroyed. If ais 
Shadow. If Thalokos Seer leaves play, draw o card. 1/1. > graveyard. 7/7. > Spent, the creature deals no damage in combat this tn. 
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Cost : 


Name Kind CR Rating 


Description 
Word of Undoing INS C eco @ 


Return torget creature to its owner’s hand. Any white enchantments you 
own on that creature go to 1a hand, 


Wrath of Marit Lage R oo 6S ew 
Tap all red creatures. Red creatures do not untap as normal. 

Zephyr Falcon SC cee aw 1G,4th, 
ihn Does not tap to attack. 1/1, 

Zuran Enchanter ( ( eo @ 


2, &: Opponent must discard 1 cord. Play as a sorcery, 1/1. 
Zuran Spellcaster SCC eco 

®: Zuron Spellcaster deals | damage to target creature or player. 1/1. 
Zur's Weirding EN R ecco 3@ IA 


All players play with hands face up. When o player draws a cord, any other 
player may pay 2 life to force the player to discard that cord. 


Aaidic Siiver SC 


coo =SS § 
Eoch Sliver gains “<@, Sacrifice this creature: This creature deals 2 domage 


fo target creature or player.” 2/2 
Cakenshal S 


BOS, S: Toke o creature fro 
1 of Bone SOR Bx 
Soctifice a creature to search your library for a creature cord. 
Angus Mackenzie sl co 8=—96 OK 
®2*, ©: Creatures deal no damage during combat. 2/2. 
Sepboth sl cco -2We@Oex* LO 


a 


Arcades 
lying. All your creatures gain +0/: 
end of tum, Poy a3 a u 


a 
keep or busy Arcades. 7/7. 
LPO 


baits 
&, Socrifice a land: Destroy target 
Asmire, Holy Avenger SLSR 
lying, At the end of each turn, puto +1/+1 counter on Asmira for each 
creature put into your graveyard from play that tum. 2/3. 
Axekod Gunnarson SLR ee) = —SOSOe 
romple. When o creature is 
domoged it, gain | fife and 
Tonak g 


ut in 
‘0. | damage to target player. 5/5. 

R OOx* 1G, 
its controller spends a. 2/2. 
HRV 


aay 
ae ©: Counter artifact effect unl 
‘doth Warbeard S 


Borfe! Buneaxe Sl R eee Seeo 

Cannot be target of enchontments. Does not tap fo attack. 6/5. 
ac Dis R eo 82h 
Islandwalk, During your upkeep, lose 2 life. 5/3. 

is Devilboor SC Re ¢ 


Whenever ony player draws a cord, he or she reveals thot card. Ifthe card is: 
NG i 


creature card, that player pais ® life or discards the card. 

ous Bless ENR evee Seem 
Choose a card in your hand and remove it from the game: Add 4% or 
®® to your mana pool. 


Centaur Archer sc. OU ee a) 
©: Deal 1 damage to target a 3/2. 
Gromatk Armor EC ooo =O 


Put o counter on Armor when if comes into play and choose a color. Al 


damage done to creature by that color is reduced to 0. 3%: Put a counter on : 
Armor and change color it aie against. X equals the number of oe : 
2 Grim Foast NR ee 


R ee 2ee@eexx 16 
Flying 
Gide of 


S* 


ene 1G 
your graveyard into your hand. 1/2 
ee 


OTST 
, rompage: 2. Pay 4a during upkeep or bury Chromium. 7 Vip 
as ENR ANG 


ii 


St 
1A 


VS 


iG? 


1G, CH 
raveyord during 0 turn in which Aveltod 


CH 


A. = Giant Teap Boor Spider “SC 


wm 


p, Sacrifice a creature: Prevent all damage to any creature or player from 


any one source. 
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Ai 


Woe 


cH i 
2 when untapped. 3%: +0/+1 uit! =: 


Bors d Pe 1G i 
@O*@, S: Puta 1/1 ted ond black Minor Demon token into play. 2/2. 
Breathstedter's Cryst EN Ree 228 VS 


Nome Kind €R Rating Cost Sets Found Name Kind CR Reting Cost Sets Found 
Description Description 
Ho Re @ WS 3 Guiding Spit SCR oe he \s 


Corrosion leaves play, remove all rust counters from the game. 

‘Geystolline Shiver Sc cco 2 @) SH 
Slivers cannot be the target of spells or abilities. 2/2. 

Dakkon flackbiode SLR ee = Sewmwe 16H: 
* equals the number of lands you control. */*. : 

Dark Heatol ihe Woed EN ( eee im OK : 
Sacrifice a forest to goin 3 life. : 
if NS Ce) NG: 


Cumvlative upkeep: During your upkeep, put a rust counter on each 
artifact target opponent controls. If the number of rust counters on an 
artifact equals or exceeds that artifact’s casting cost, bury the artifact. If 


lay only on target opponent's turn, Tap torget creature that in controls. 
iat creature deals to the player damage equal to its power, The creature 


hases out. Otherwise, ae Ffreet. 2/1. 


Pay 3 life to destroy 0 land and a creature. 
i 8 L Ree  S@m@xee  16,(H 
uring your me Gabriel Angelfire gains either flying, fitst strike, trample 
or rampage: until your next upkeep. 4/4, 

ee 


lack and red permanents and spells are colorless sources of damage. 


U eee 


All mountoins become plains. Pay 3% during upkeep ot bury Glaciers. 
i R ee OO*x* 
First strike. Creatures with islandwalk may be blocked. 4/4. 


oF 


Toke 1 damage during upkeep. When a creature is put into opponent's 
graveyard from play, gain life equal to thot creature’s toughness. 


lying, protection from red. 2/3. 
‘heise tone iS ‘ R ee 


J 300 wi 


INR 20 wi 


i ledel 


Pee Ai 
1, S: Giont Trop Door Spider ond target nonflying creature which ist 
__ attacking you ore removed from the game. 2/3. : 
e EN Ree @@x IA: 


228 HG : ted 


Flying. @: If the top card of farget player's gene is 0 creature card, put 


that card on the top of that ee library, 1/72. 
Bi Cord s coco SOGS 1G 
©: Torget player randomly discards @ card, Play as.o sorcery. 3/5. 
Duti Hoffdane = Hs 4 eerie f 2 
i ) may acquire the curent power: of a target 
eae ides ise. When there cre no legal targets, Hafidone is 3/3. */*. 
Gonrdion SC Ue Bex ING 


Can block flying creatures, When it attacks, defender may draw a card. 3/4. 
E pifion cs Ue @8o@ MG 
lying. * is number of oe creatures in opponent's graveyard. ee ; 


J cee 2@% 


deols and takes no damage in combat this turn. aOO* 16 
Vision SO! coo 68 A: On the soe after Hazezon enters ploy, put * tokens in play, where * is 

ook at the top five cords of your library and put one in your hand. Putthe the number of lands c control, Treat tokens os 1/1 red, white, and green 

other four on top of your library in ony order. creatures. Remove all tokens it Hazezon leaves play. 2/4. 

i i SCR eee | Se NG fermion Sb C ooo @ 

At end of target opponent's tum, put 0 +1/+1 counter on Discordant Spit ach Sliver gains “Pay 2 life: Return this creature to owner's hand.” 2/2. 

‘or eoch 1 damage dealt to you this turn. At the end of your tum, remove all i Sie ae 3e@x 

hese counters from Discordant Spirit. 2/2. Rampage 15/4. 

SCR eco =e TM 2 Hymn of Rebicth SOR coo | FP IA 
lying. When you play Dracoplasm, sacrifice ony number of creatures, 5 fake a creature from ony graveyard and put it into play under your control. 
racoptasm comes into play with power equal fo the total power of the is Yer SL Reco me 

sacrificed creatures and toughness equal fo the total toughness of those Make all your green creatures +0/+2. 3/2. 
creatures. “@: Dracoplosm gets +1 (a until end of turn. */*. : : S Ct G 
° SPAS IA 3 4/5. 
ay <@ during upkeep or bury Earthlink. When a creature is put into the Jed O S ° B® eK G 
3 aveyard from play, that creature's controller must sacrifice a land. Dy litece, 
: pate paula i NR eo = @@e lA: denaddietexndAa § ec §696g PRO G 
Look at fop 3 cards of any library ond put them back in any order. 6/5. 
Emtberviide Calza CR ee 8 26e SLR eee) SMR 6,¢ 
tg, Trample. Emberwilde on attacks each tum if able. For each dom- : As long as Jolian doesn’t attack or isn’t tapped, your creatures may attack 
age Emberwilde Caliph successfully deals, lose 1 life. 4/4. without tapping. 5/4. 
Eneroy Arc NS U ee @* Al Troll ee Peo MG 
intop ony number of target creatures. Those creatures neither deal nor @: Regenerate. @: Regenerate. 2/1. 
receive damage in combat this tur. 5 Pi SOR oo 6s BHD MG 
Bolt SOR R eee sae MG Destroy target creature with costing cost equal to X. Koervek’s Purge deals 
10 X damage to target player or Me ployer gains X life. to creature's controller damoge-equal to the creature's power, 
Essence Yortex NS ee 22 IA = Rasienir the tons Wott SL e a ed LG 
uty ie creature. Creature’s controller may counter Essence Vortex by = 5/3. 
ying life equal to the creature's toughness. i Kei Tokehosti SLR ee a G,CH 
Fomerel Eee SC Ree @e VS 5 &: Prevent up to 2 se to target creature. 2/2. 
3 When on enchantment is put into 0 graveyard from play, draw o cord. 1//2. ‘ 3 Rostbeast C ee Bd lA 
{ Hlery Justice SOR R e@ = ioe All creatures tothe or blocked by Kieldoran Frostbeast are destroyed at 
jo 5 damage divided ony way you choose among any number of targets. _ endl of combat. 2/4. 
‘arget opponent gains 5 life. indy Coleria SLR coo mp ak 2 1G 
: Mee Covenant INS YU see gee lA ©: Do 3 damage to torget attacking or blocking creature. 3/6. 
: Fire Covenant deals X damage, divided among ony number of target Bagels SL R eco S@x LG 
creatures, where X is equal fo the amount of life you pay. : x, @: Torget creature deals no damage this turn during combat. 1/2. 
i Heakite SCR 2ee VS = lady of the Mowstain Sue 422 16 
Hing. tromple. Cumulative upkeep: @@. 6/6. 3 5/5. 
eotands EN R eee Bm iady Grew Si 1G 
No green creature can attack unless its controller sacrifices a lond when that 1/4. 
creature attacks. : leering Gargoyle SCR oe | NG 
ic Hires! ( R cece ape MG. 3 lying. : Gorgoyle gets-2/+2 ond loses flying until end of tun, 2/2. 
y 
lying, <@: Flip a.coin; if the flip ends up in your fovor, Frenetie Efreet 2 Un-Duls Potadm SC Yee Bee Al 
romple. During upkeep, discard 0 card or bury Palodin and draw 0 cord. 


aladin gets +6/+3 if blocked. If Paladin is not blocked, it deals no damage 
‘0 defender this turn ond that player loses 4 life. 0/3. 
2 BBs Vouk INS Y evce eq Al 

0k at the 4) ive cords of your library. As many times as you choose, you 


may pay one life to put those cords on the bottom ond look at the top five. 
Shuffle all but the top five cards of your library; put those five on top of your 
brary in ony order. 

venye i Sl R cco Dap Pee 1G 
irst strike, legendary landwalk. 4/4. 

lobotomy SOR ooo §628@ TM 
ok at target player’s hand ond choose any of those cards other than a 
asic lond. Search that player’s graveyard, hand ond library for oll copies of 
he chosen card and remove them from the game. 

toed Hagme S ooo PAB ae 1G 
First stike. Creatures with plains or forestwalk may be blocked. 4/3. 

Fresserkern SC coo =P SOO Al 


= 


When Lord comes into play, pay 2 life ond sacrifice two creatures; and 
torget opponent draws two cords. 4: Regenerate. 10/4 

i EN coo 638 MG 
CU: . During upkeep, add 0 counter. During opponent's draw phase, he 
draws on additional cord a tokes | damage for each counter. fan 


oe FRO 
Rampage: 1. 4/6, 

Morse Sobhrs SoC | 68 DK 
Swampwalk. 1/1. 

Merlexe & Bort SLR eee * “lA 
Merieke does not untap. <: Goin control of target creature. If Merieke 
leaves your control or becomes untapped, that creature is buried. 1/1. 

i SOR R ee PReee Al 

Opponent chooses: Either you put a +1/+1 counter on each creature you 

control and gain 4 life or you put a-1 /-1 counter on each creature that 

opponent controls and Misfortune deals 4 damage to him. 

z NR cece 2M WA 
{fon islond is untapped at the end of its controller's turn, Monsoon deals 1 
domage to that player ond the island becomes topped. 

i SS Re Bee | 
@: For the rest of the tum, pee +] counter on Mountain Titan 
whenever you successfully aS abl 


ack spell. 2/2. 

2g Yo £e@ VS 
® Counter torget spell unless that spell’s caster pays an additional a and 
1 life. Play this ability os on pen Vi. 

Retare’s Blessing EN coo 2M Al 
® *: Choose and discard 0 cord from your hond to have target creature 
permanently gain bending, first strike, trample or +1/+1. 

SLR ecco SPe LG, CH 
$, @: Nome a cord. Opponent randomly reveals X cards in hand. 
Opponent must discard ony such cards. Play as.a sorcery, 3/3, 

SL R ee eee@@eoe 16, (H 

Flying. An opponent damaged by Nicol Bolas must discard his entire hond. 

Pay Sa during upkeep of bury Nicol Bolos. 7/7. 


Nome Kind CR Roting Cost Sets Found Nome Kind CR Roting Cost Sets Found Name Kind CR Rating — Cost Sets Found 


Description Description Description 
Polladio-Mors eco §=2@MeOx* 16,(H : Squandered Resources EN R eeee dg VS i mate fC eco ge A 
Flying, tromple. Pay ach i upkeep oF a PolladioMors. 7/7. > Sacrifice o land: Add to your mana pool one mana of any type the socrficed = ive target creature flying, first ania, and +1/+0. 
Pavel Matiki LG = fond could produce. : sight EW BQ Al 
> @: Give Pavel ry +0 untiliend of ian se : Song SLR eee me = Mere sinacaeted land is ae aa mong, it gives one additional mona 
SCR coe he AL: ‘ut Stongg Twin token in pla Mone isa Er green and red legend. f : of the some type and doesn’t untap during its confraller’s next untop phase. 
: Flying. Opponent goins 2 life. a: Return Peltor foowner’shand. : either one leaves play, the other is buried.  Wone SCR eee TM 
eoustne ay draw a cord. #9: Trample. Puta 1//1 green Hippo token into. = Storm Sipieif SLR eee Bae lA = T: Name a creature card. Reveal the top four cards of your library to all 
play under opponent's ails 4/4. : Flying. @: Do 2 damage to target creature. 3/3. : players. Ifany of those cords ote the named card, put them info your hand, 
Phyrexion Purge R eee 28@ MG: EN R cece gia IA = Put the rest into your ae ae Vi. 
Pay 3 life per target: bo number of target creatures. = _  @: Discord a cord of random to do 2 damage to any target. : KirmArien R eco Bee LG, CH 
Princess Lecrezis e Seee LG  Suleiinan’s Legacy NR eee Be VS 3. Flying. 4a, @: Target player draws a card. 1 a 
®: Add @ to your mana pool. 5/4. f When Suleiman’s Legacy comes into pay bury all Djinns ond Efreets. : Zebra Umeorn SC oe Pa NG 
Prismatic Boos NS coo OK MG = — Whenever o Djinn or Efreet comes into play, bury it. For each 1 damage Zebra Unicorn deals, gain 1 life. a. 
X creatures gain protection from a single color until end of the turn. 2 Sunastion Falconer St Ce) WG: 
anedery NR eco) ae MG = —  @: Add two colorless mana to your min pool. 4/4. 5 
henever a creature is put into your graveyard from play, put it face up : Serge of Strength NS ae Al 
under Purgatory. During your upkeep, you may pay 4 and 2 life to put any 2 Discard a red or green card to have wget creature gain trample ond get ( ae 
card under Purgatory into nay oem ue i end of tum, where X is the creature's costing cost. CU: Put a-1/-1 counter on am /9. 
amy Hippo SCR coe em VS 3 Fira SC Ce VS  Afiya Grove Reo om MG 
Sp Pygmy Hippo attacks and is not blocked, you may choose to have it deal: Es tacking loes not cause Tempest Drake to tap. 2/2. Grove comes into play with Ae /+) counters on it. During your 
no combat damoge this tum. If you do, defending player drows all mano = t g eo =P 1G upkeep, put a counter on a creature. If Grove has no counters, bury it. 
from his or her lands ond then his or her mana pool is emptied. After iy “ees ®: Destroy target topped or blocking creature. Tetsuo Umezowa = ng Cs ®@ 
combat, add an equal amount of colorless mana to your mana pool. 2/2. at not be targeted by an enchant creature spell. 3/3. : All ceatures blocking or nee by Leprechaun become green. 1/1. 
Radiant Essence s¢ co 86 MG : Tohies Andrion s Swx* UG, CH: ay R ccoe CMM 
As Se as hy, opponent controls any black permonents, Radiant Essence — = qi : ny player may play a ‘dine card with total costing cost 3 or less 
gets +1 /+ : Tor Waukd sl ooo §=62She 1G,CH = wee he could play an instant and wi thout paying its casting cost. 
co 6=—@ RE LG : — Do 2 damage to target attacking or blocking creature. 3/3. : An-Hovws Constable x Leg HL, Sil 
Mx, S: Regenerate target creature. 2/2. } Torsten Yon Brsus 5 ° cry es LG = “is the total number of green ets in play. ae 
feats Defieo, st cco BRO IG: 5/5. = An-Havva fan Sor eee 
list stke, 4/3. £ Tuknir Deatlifock s coo =D LG = Gain X+1 life where X is the number of green ste in play. 
Somes Over SL af < nenee 1G: Flying, #, @: Give target creature +2/+2 until end a: 2/2. Apes of Rath SC cco 2AM TM 
P iS Cee ope ace Sn Ole it.4/ Hi Untlld Desires NR eeee aha MG : If Apes attacks, it does not untap during your next unto phos. 5/4. 
a sitet os : a, Poy 1 fife: Drow 0 card, then choose ae Om 2 Arboria EW co §6=—- 2 
bella @: Regennthle Kane A ar. noe ig i SR ee = 6Se LG = Ifa ployer doesn’t cast a spell or pact into play on his tun, creotues 
Put] eens Rosputin, Renae o coi revent | damage to Rosptin 2 Fitst strike, Creatures with swampwalk may be tock vie : may not attack that player until ater his next turn. 
of odd one colorless mana to your mana oi Account to Barpatn dung : tonne ane Ree 2eem@m@e 16(H : ArdicWolves f s «Oe Wl 
‘your upkeep if he began your tum untapped (moximum 7 count es) 4/1 ying. > +1,/+0. es + ie, @: +1/+0. Poy ee during : CU: 2. When Arctic Wolves comes into play, draw a cord. 4/5. 
eclamotion Reco Om upkeep or bury Voevictis jsmad ares : Pixies SCC ee em , 
No black creature can attack unless its controler sacrifices land when that ‘ —~ Connot be blocked by crffact creatures. Damage that Argothian Pixies toke 
aon attacks, : from artifact creatures is reduced to. 0. 2/1. 
NS R eee ge NG > Argothian Treefolk sc Co AQ 
veh ot dealt by any one source to that source's controller. : 3 Any damage Treefolk tokes from an artifact is ae da 3/5. 

R eco pee MG i } Armor of Thorns fC ( ee fm ING 
or target opponent successfully casts o spell that targets you or a = You may play Armor os an instant; if you do, bury it at end of tum. Play onty 
creature you control, you may drow a card. ono nor lock creature, Enchanted creature gets +2/+2. 

Righteous War ENR eee =| ae VS Aspect of Wolf fC R coo pm LU, 
All white creatures you control goin protection from black. All black creatures Target gets +X/+X, where X is half then number of forests you control, 
you contro! gain protection from white. ; Avrochs st cry 1A,5t 
Riven Terns SL Ue See 6: = Trample, Gains +1 /4+0 for each 0 sslelvlign red 2/3. 
Add & yaaa ct 5/1. _ : : Autumn Willow SLR feces mm 
ese Rock Basilisk block: sy ke by ner ture; d ae : Cannot be the target of spells or effects. @: Target player may target 
_thafcientre ot aah ramet * is, ERE Gy Nor WOH: CreOIUCG eStTDY ak Willow with spelis or effects til the end of turn. 4/4. 
Kher St N coe Oe 


Re) 6oaRee IG i 
| your Kobolds of Kher Keep gain +2/+2. Poy @ aq during vekeen ot 


vt S 
At the beginning of each player's u Keep, untap oll creatures ond lands. 
Avoid T = \G 


bk ah a Kobolds top a a unde ngs eam af ; one forget interrupt or soca ti a permanent you control, 

}: Gain contol of target creature. You lose contol when Rubin leaves: as oe SCC Ge IA 
your roel or becomes ane You may ne al topped. 2/3, ma 8 : ne Se Ce be 1G 
Savage Twister deals X conus to got gee on ial : B we 2 i Y Jo gee NG 


When a creature attacks you, it loses flanking. When o creature without fly: 
S yee Manticore deals 2 damage to target aig or Blk i acs you, Barbed Foe deol date of 


cou le and only if Manticore is fone combat, 2 “ : ian ; bora vague eee ri 
eee Bx : wer May OF : 
; during your tur. = If Barishi is put into graveyard from play, remove Borishi from the game, 
roman black. Me Ce ae KR: : Urborg | ! ce fe ese jie = then shuffle all creature from vou rae ap to your library. ii 
2/2. : steel outimatehed by the wiles ef ans wc vl, 1/. 
Look at the top X cords of on slibvay eeeeiot the Pilg : steel oak NS \ Sa ae bd ‘on anatendc L 
a Ne Leann 
Whenever aga Wurm is the target of o spell or ability, put 0 -1/-1 ee ge as i ewe a “i ent 
coe it. 5/5. s ee " _ Flyin 0 ‘i iy fa your ua oe GT ' 
eee g . 
Flying. Selenia counts as an Angel. Pay 2 life: Return Selenia to owner's CU © he sect ins 4 is ae ry Ww 
eo i: sc ee LRQ NG : Gain life equal to the number of creature cards in your graveyard. 
2 ®: Shovku’s Minion deols 2 domage to target white creature. 2/2. 3 Bounty of the Hunt NS Us 3a8 
Sliver Queen | SLR eee RB SM © SH = You may remove a green cord in your hand from the game to cast Bounty. 
Sliver Queen counts os a Sliver. <: Put a Sliver token into play, Treat this 3 : eae +1/+1 effects on err ek af Tt creatures until end of pu 
a i ee os ae 6. i : _ +1/+1, Sccrifice: Enchanted creoture gets +3/+3 until end of turn, 
Simoon deals 1 damage to each creature target opponent controls, : : aah fal M.: bert exal he! a 
<n S co 6M : Ts vais ge g . 
i S s aoe 1G, CH Vite e Be tl eee o% e stig sp, ©: Counter on orf atoll that envi ana activation cost. ‘he 
2 i. eae iA oie: dg "SS, i: ae eoonlgee om 4ii yeh ee Vs : nae locks or is +a Hoes U/s eet tum, 3/2. 
Boy med ons hos no islands in ploy. @: Puta-1/-1 E von +1/+0 until a of a a: 40/41 until end of tum. 4/4. ” : When Bull Elephant comes into Fo ie two ree you contol fo 
i eo 22M : 
hee fist sike, 2/2. oo HOR IM a int creature's power R ones is 1 until end of tum. 3/3. wie owner's hand or bury Bul eon al 4/4 ‘ . 
} 2 Wtelizing Caseaste coo : eoning 
Sol'kenar the Swamp King R ooo 2eea 16,CH = Goin X43 life. : soe any i eee you may choose a land card from 
Svs You pe i each time a black yok is cast, 5/5. : Wandering Hoge SCR coe) TK A Gall Fhe Wid pul it into p if ft eeee! eum We 
: ‘ sc oR or f Pex ™ 4: Pay 1 life to prevent up to 2 damage to any creature. @: Preventione = 2: Reveal the top card of your fbary to all players if that card is 0 
Stow, Sot Gus assigns combot damage fo ony opponent, you ©: dormage to any Cleric or Wizard, @: Put a-1/-1 counter on target creature? creature cord, put it into play. Otis, hy i 
ra reget that damage i ue create. 3/ em iz io cto: to prevent up i donoye to ony player. 0/3. i : NSU Ww 
¥ { Worping We soo 6288 . 
Soa ] i ot cannot oe out until the start of your next upkeep. : Fe During ou upkeep, pay 268 o Warping Wurm phoses out. | be vent ccs + ae them. Reveal them 
ove Oe VA = When Warping Wurm at in, puta +1/+1 counter on it. 1/1. © Gai Bieaon sc OR oe me NG 
a geet create gains of and connot be the target of spells. : fl R eee) fae 3 py Dragon nce eaect vedios a Gk 
owe 668 SH = Goin control of target land. At the end of each of you turns, lose controlof = g ving ca in on ™ 
“ace a i e+ 1 unt end of tun foreach cecture = Pm cr of Fd hee control ofthe lond. Ne : mon Spider can block ie with hen, ie 
5 Combaston 1 — eee MG C Hl Sth 
Sacrifice a creature: S. aber deol 3 aise 0 creature. ¥ : Fin. potecton fom bie. 1/1. "0/: +2, Soctifice —. ‘i agente ote 1 it enchants. 
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Nome Kind CR Roting Cost Sets Foun Name Kind CR Roting Cost Sets Found 
Description scription 

a EE 

i Eureka SR Re 2am iG 

3 Dense Foliage EN R eso Qe WL i ‘oth players may put a permanent from their hand directly in play. Players 

? Creatures cannot be the nie of spells. £ take tums playing cards until neither wants to play any more permanent. If 

= Desert Twister OR coo mm OANR AISI : a spell has an X in its ay cost, X is. 0. 

i Destroy target permanent. : Faerie Noble Se ee HL 

© Dire Wolves SC ee. ee IA: ying. All Foeries gain +0/-+1. <All Foeries goin +1/-+0 until the end of 

Say Ul 2/2. ‘i : eae ui. be . 8 

‘ Diricows Wurm eooo : low Eartl coo & 

: Whenever any opponent plays.a land, puto +1 /+1 counter on Wuim. 3/4. ut target land on top of owner's library. 

: Downdratt N oo 6-28 Wit = Fallow Wor SC cco 2M WL 
: ee y = Fallow Wurm Q 

Nome Kind CR Rofing Cost Sets Found : Target creature loses flying until end of turn. Sacrifice Downdraft: : When Wurm comes into play, discard a land or bury Fallow Wurm. 4/4. 
Description ; ; Pe eS ee nena ix 3 Fai aun 0 ‘ a bated WL 

: Drop of Honey coco : cach of your creatures connot be blocked by more than one creature. 
: zg t Destroy lowestpowered creature during your upkeep. Diop of Honey is 2 Fonatical Fever it eco = 

salt am: Re core ine ee 5 : destroyed when there ore no more creatures. : Give a creature +3/+0 ond tromple until end of tur. 

Carnivordus Plont : cc Ce Bm DKath § meri Boars sce oe 16,4th,Sth © Fostbond oi ¥ Ph ees bal een i R 
cunts as a wall, 4/5, eet ! H re is no limit to the number of lands you may play in a tum. Does 

i ‘ae © Forly Harvest NS R POe MG 5 lamage to you for each land beyond the first you play in one tum. 

liso 2/2 SG see ee LG,CH of : : fo player untaps ol ie lon sls or she controls. fi H Fi ‘ , ca ra Seee fh E 

gee 3 Eorthera ooo | 6D : a counter during upkeep, Remove three counters: Regenerates. 6/3. 
“teed t I ae eau oe LU Atl Top on untapped creature you control: Untap target basic lond, + Femeref Archers ( coe OM 
choratr arts mee TE eee Tw i Earthlore LC ee IA = @:Do 4 domage to torget otfacking creatuee with flying. 2/2. 
ib Bhino cannat be blocked by more thon one creature. 4//4. : . Pal gd ae ag Saale leas of tun. 4 ' ate ae NS 4 cette one VS 
ee = Elodomri, Lord of Leaves ME ‘arget creature gets +1 /+] until en . Contrip. 

oe atuhanagn Ma = toler! tite nse ™ ; i Bi cd tng oe aap be the target of spells or abilities. a * Fire Sprites a SC. est sh Doe 
ona Vi 4 i = Eladamri’s Vineyar i ecco : ying, 4, @: Add @ to your mana pool. 1/1. 

Gola Vn fockes aes ak Fini ante Gs We ee At beginning of each playe’s main phase, add 4®® to thot player's pool. Fliling Drake. sc Yeo 8 
He he blocked. Vines deals 1 fie each 0 ieee cractures : Elder Druid sc Ree ge WA 5th § lying. If Flaling Drake blocks or is blocked by ony creature, that creature 

dees b c¢ Ce se th = d — of unto oe ae Sea “ or artifact, 2/2. e : fy Cala until end of ia 2/3. nu a A 

; i blocki > Elephant Grass coo 6 i Flor ; 

“i me +2 until end of fy when blacked oF poem Wi. jg; CU: Block ceotues connor attack you, Nonblack creatures cannot attack f Floral Spuzzem attacks and is not blocked, ou iy destroy o target 

aaa lfal counter whenever opponent casts an artifact. 1/1 i th im es their controller ae = each attacking creature. . : fn ortifact under op} aati ae | Learns AIAG Sth 

, 4 : Pasi + Elven Cache ecco 2OH $ : MART NLS, 

City of Solitude N Li ales 22 VS Refuin target cad fiom your graveyard to your hand, + Creatures do no damage one onother in combat. 
ach player may lay spells and abilities only during his or her turn. Elven Fortress Ni utes ae re: Folk of An-Havwa § o «6&8 L 

me renal ceria ig Woked'e okie 4 : fh cea dpm 41 unt end gun 16,4th,Sth i ue a blocker, Entegetee eat and of tun, 1/1. i 
at end of combat. 2/4. sa a th ee: ANON Seam: +1/+0 until end of tun. 2/5. 

Coeson ( oo @ 16, cH: cannot be blocked excep yy walls and flying creatures. 3/3. ? Foratog SC MG 

; “> Elven Rite SOR oo =P SH i ii 4.9/2 until end of tum. 1/2 
ic Meelis ail als at sel Se iNee ; tt two +1/+1 counters, distributed any way you choose, on ony number: ate: mee ai 5 oe A A 
i : i “fof forget creatures. i ©: Top land to give target creature +2/+1 until end of tun. 
conta cones e1/ alti oy | toni Show am Were ue we LULAhSh 
All creatures are unaffected by summoning sickness. en f Worhounds is blocked, put the blocker on top of owner's library. 2/2. = Trample. Poy #484 dui uke Face dos donee. 8/8. 
Constant Mists nie oy pe sy: Elves of Deep Shadow SC ooo 6 K £ Forgotten Lore “SOR eco A 
.y/bock—Sactfce land, Creatures dec! no combat damage this tum : dh priee I - ah Hie. 1/1. ates “Opponent one a iyo re You ro py have 
: é i “ae: Elvish Archers ose 1 @ UR4th,Sth = opponent choose a different card. Take the last card chosen. 
Cosh hing CC see” OS® i : eee BAe IS Ses 5 H Fanta a - lie * eh . m ss ccteuie ud 
neice ee 2 lish Bor rer : ntap attacking creature. Creature neither deals nor receives damag 
pall rompage: 2. 6/ - oe Gaeme ie = All'creatures able to block Bord must do so. 2/4. £ combat this turn. Contip. 

Cow WO SCC oe eam Lupa sth = ENish Former hot) oe gE Hien nei tne coca elie ml hehe 
a; ee x rae ust a spore counter on Elvish id os your upkeep. Remove three = gate a Hf fis carte os ie equal fo half the creo- 
ieee Armour Re 2mm ™ : = elle a i eat oe, wa isa 1/1 green creature, into o frerubee oat 4 ee n 
: Armodon gets +3/+0 and gains trample until end of turn. Atendof = pide NS ( eoo yi 24: Draw o card when ony opponent successfully casts a block spell 

tuin, destroy Crazed Armodon. Use this bility only once each tun. 3/3. : ¥ Fond of : #& @: Retum Freyalise’s Charm to your hand. 

Geeping Hold SOR coos AM 5 i an ALE oie un — ell c  Freyalse's Winds ibis oan n 
estroy target artifact, land, or enchantment. : 54, @ Target creature does not untap as normal, 1/1 i Put a wind counter on any permanent whenever it becomes topped. 

Crosshow Ambush S ee SH 3 a Sita £  Permanents with wind counters do not untap. Instead, remove all win 
All creatures you control can block creatures with flying until end of turn, : = counters on those permanents, 
ee : : : i Frog Tongue CG = TM 

| | | H “ites Frog Tongue comes into play, draw a card. Enchanted creature con 
| } i | \ s oa nD : : ‘i 
7 ! Fugitive Drui ae S@ 
sh il | \ ) \. pb : waned any player successfully casts an enchantment spell that targets 
" atoll | } rae Druid, draw o card. 3/2. 
Ee 5 a : Fungal Bloom NR eco im FE 
| Bellowing Fiend j endanad =: oe A ene ar tng Fungus. - 
F : Fungus Elemental oe @ 
H oS Soctifce « forest: Put a +2/4+2 counter on Fungus Elemental. Use this 
3 ability only if Fungus Elemental come into play this tun. 3/3. 
Se sc r oe 38. ean sh 
+ Fungusaur ene Ie AUR, Ath, 
: fe Q , /+\ au after any tu when Fungusour has been damaged 
; uit not destroyed. 2/2. 
> Fyndhorn Brownie cS Ce om IA 
: ted a eG an i 
+ Pyndhorn Drui bid oe 
: mi id ut into en ter i blocks, goin 4 life. 2/2. Kn 
= Fyndhorn Elder coe 6M 
2 : ‘ @: Add a to your mona pool. 1/1. 
2 Fyndhorn Elves SC ( ceee A 
oy : ba ee Md fo your mana Y. “ ' 
mahorn Pollen Se a 
wi fn CU: a. Al creatures aye 1: Creatures get-1/-1 until end of tun. 
5 Gaeu's Avenger C ke eae AQ 
& : . ae of neat lay. sees a 
+ Gaea’s Blessin Cn 
> Torget pla a shuffles up to three target cards from his or her graveyard into 
his or her library. Draw a cord. If Gaea’s Blessing is nd info your graveyar 
0 re ua yout library, shuffle eres into your om ‘ia 
£ Goea’s Liege coe 620 a 
- 5 ®: Turn ony lond into o asic forest. All target lands retum to normal when 

Grumble NS ( eeo @ AQR,4th,Sth :  Elvish Ranger SC eee Om Ab: Cay’ bg ees." He ba fs oot when 
Bury torget ortifact. Controller gains life equal to the casting cost, : 4/\, : attacking, * is the number of forests defender controts. */*. 

(yee of Life N Re pam MG = Elvish Scout Koc ee FE: Goea’s Tou NC Se _ OK 
Return Cycle of Life fo your hond: Target creature you summoned this tum is: ®, ©: Untap o target attacking creature you control. Creature neither : You may put one extra and into play in each of your turns, if that land is a 
vA until the ie of your ink. At the beginning of your next ' ee lel! cmt ‘ i P basic bie oe aed S one aH A ~ on pool . . 
upkeep, put a +1/+1 counter on that creature, + Elvish Spirit Guide cose 2M : Gargantuan Gorilla #: oe 

Cyclone N Re ¢e@ AN, CH If élish Spirit Guide is in your hand, you may remove it from the game to: uring your upkeep, socrifce a forest, or bury Gorila ond take 7 damage. if 

yi 
Add one token per upkeep. Pay #8 for each token to do 1 damage per > gd #® to mana pool. 2/2. : you sactifice a snow-covered forest, Gonila gains trample until end of turn, 
token to all players and creatures. Destroy Cyclone if mano is not paid. : Emerald Charm INS ( eo @ WS: ®: Gorilla deals damage equal to its power to ony ofher target creature. 

Daughter of Autumn Re 86am (bas Choose one—Untap target permanent; or destroy target global Z Creature deals damage equal to its power to Gorilla. 7/7. 
3¢: Redirect | damage from target white creature to Daughter. 2/4. ! enchantment; or target creature loses flying until end of turn. : Ghozban Ogre se Cn AN,CH,Sth 

Deadfall ° ae LG : Emerald Dragontl sc Cee Pe 16,CH = During controller's upkeep, Ghazbén Ogre switches to the control of the 

r 9 ; y 4 
Creatures with forestwalk may be blocked. i Fhing, wm: Fst stike until end of turn, 1/1. : player with the most life. ve 

Dearly Insect SC 2 Al = Endangered Armodon SCC ee Sef m SH = Giant Badger ( Ree tee 
Cannot be the target of spells or effects. 6/1. : if you control any creature with toughness 2 or less, sacrifice Armodon. 4/5. Badger gets +2/+2 until end of turn if assigned as a blocker. 2/2. 

Decomposition C o 88 MG: Erhnom Djinn SC i eecee B® AN,CH : Giant Caterpillar SC Cee Be 
Play on a black creature. Creature goins “CU: 1 life.” enchanted creature : During upkeep give forestwlk to on opponent's creature unt next upkeep. 4/5. # Sacrifice Giant Caterpillar: Put o Butterfly token into floy at end of tun, 
is put into the graveyard, its controller loses 2 life. £ Essence Filter SOR ( eeee pmm Ik i Treat this token asa 1/1 green creature with flying. 3/3. 


Destroy all enchantments or destroy all enchantments that aren't white. 
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Name Kind CR Rating — Cost Sets Fount Nome Kind CR Roting Cost Sets Found Name Kind (CR Rating Cost Sets Foun 
Description Description Description 
Giant Growth NS si Crceeen LURATHIASHH :  Kyscu Drake Ue VS} Marsh Viper cS Ce ea DK,4th, St 
__ Target creature gets +3/+3 until end of turn. > Flying. #2 +0/+1 until a of turn. Wor 2) Sette Kyscu and Spitting : Opponent tokes 2 poison counters when dama ed Be Viper. 1/2. 
Giant Mantis SS Cee ge MG = Drake: Search your library for pe Dragon ond put it into play. te £ Master of the Hunt wee: iJ. 3 
Giant Mantis con block creatures with flying. 2/4. : Lond Leeches sc oo 6 £m: Put a Wolves of the Hunt token, a Vit green creature that may 
Giant Spider SC Cee Se LUR 4th, Sth = Firststrike. 2/2. band with other Wolves of te Hunt, in play. 2/2. 
Giant Spider con block creatures with flying. 2/4. 5 ser Lizard C fae Metamorphosis Ce AN, 
Giant Turtle SC at us San IG; Flying and-0/-1 unl he end of ae 2/3 Sacrifice a creature to gain me aul to its costing cost + 1. This mona 
Giant Turtle may not ottock if it dd so during your last tum. 2/4. : Ley Druid SCY eee em LUR Ath, __¢an be of any one color, but it con only be used for summon spells, 
Gibbering Hyenas C - =6@e i @: Untop a land of your choice. 1 i the Mindbender Spores Re 6 6@e 
Gibberin ie cannot block black creatures. 3/2. Sth thurgoyf SC ecco MH lasth ; ting Whenever oe blocks 0 creature, put four counters on the crea 
Gift of the Wo ( ( eco @ Al: equols the total number of creatures in all graveyards. */*+1. ture. During controler’ untap, remove a counter from the creature. As fon 
et cee blocks i blocked by ony creatures, it gets 40/43: ichetope Soh ait iS veh ee one ae oe hos ony ee it a nat untop 05 normal. 0/1. 
uniil end of turn and you goin 1 lite. : ‘or each | damage dealt to Lichenthrope, put 0 counter on it instead. F 
Glyph of Reincarnation NSC iG: During your upkeep, remove one of thes raion Lichenthrope. att Be ring your ea you may look ot the fop thee cords of your vary and 
ury all creatures blocked by target wal this tum. So each such creature, Liege of the Hollows SC Ree 8am ae Park ack in ony order, Sie ™ 
FC eee oF comets mt MMR ol doe cane clas aN ah {Mongrel Pock stint ss fom yg ch, pt 
Gorilla Berseriers (.- o8e Nearness Bo Sec ae my ii tins 3 ee oe into play. be ese fokens as A green creatures. 4/ a. 
x rane Joe Ve ad be fel y less ior three creatures. ea i Fan Counter o black ia & itis nl cos te Hie ; f age is dealt to encaied cee "dtr i 
af @: Regenerate. 3/3. i Changes the color of one at in " , green. be me pete pita 
Gorilla Pack Oe oe IAs ing hrifoc EA coo LU,R 4th, 5 Mtenda Lion ( « 2 NG 
oresthome, 3/3. t ‘ut one counter on target artifact i each life you lose. During your upkeep, f Mtenda Lion attacks, eee sper may pay @? to have it deal no 
Granger Guildmage SC { eee. -@ + you my trade one and only one counter for 1 life. combat damage this tu ae 
XS; ies creature goins first strike. @,@>: Gronger Guildmage fie > Living Lands i R eee Bm LU,R 4th, 5 ul ( cco pe SH 
6a page to target creature A a ond | cana 0 to you. 1/ I ee reat all forests in play as 1/1 creatures. ble le Wo four oe a ie ba to all players. Put any of those cards 
fizzy Bears ooo = /U,K,4in, that are londs into your hand ond the rest into be raveyard. 
dl ie INS ree i Me ie at 1/4. ih =~ : 
oil Storm se € livers get +1 /+1. 
ail Storm deals 2 damage to each attacking creature ond 1 damage to you: a4 Mwonvuli Ooze R sco @ WL 
and each creature you control, : : 2. Mwonvuli Ooze tay noe and toughness each equal to 1 plus its 
Hall of Gemstone R coco ape M | / last poid cumulative upkeep. 1+*/1+*. 
During each player's upkeep, that player chooses a color. Until end of turn, Nas As ‘i Csr ® ANAth 
each manc-producing land aly produces mana of the chosen color. f Nafs Asp damages opponent, it deols an additional 1 wh during 
Harrow | Oh T ‘ op csi upkeep us £ is poid before <. VW. 
‘ lofural Bolonce R eece 
lie big ot i i Epa basic lend cords and put ch player with six or more lands sacrifices enough lands to reduce his toto 
Harvest Wurm SC : oe W 0 five, Each ployer with four or fewer lands may search his brary for 
. r enough basic land to bring his we to five ond put them into play. 
When Harvest Wurm comes into play, return mn basic land cord from your Notural Order SOR coo 2D 
oe us ae hand or bury Horvest Wurm. 3/2. Sacrifice o green creature: Search your library for a green creature card, pul 
Heart SCC ee me ™ i 
jearlwoad mi ie : it into ploy os if it were just plays then shuffle your library. 

i ce Dryad con ee with shadow. a et Hotural Selection is a L 
leartwood Giant oo Sa f : 
©, Sacrifice 0 forest: Giant deals 2 damage to tage player. 4/4. Ook ot top thee cards of any on Younoy then shuffle thot libra. 
Heartwood Treefclk sc coo 2Oe i a ins 8 life Bibel Gee Ii 
Rem uth «Rea eae SH eo ts ee el A 

fay on one of your creatures. @»: Untap creature. Use only during your tun 
@®, &: Reveal cards from the top of your library until you reveal a basic and only once pet tun. : Top ceature to untop « permanent. Use only 


lond card, Put thot card into your hand and put all other revealed cards into 


enchanted creature is white 2 once each tumn. 


our graveyard. 1/ 
Hidden Path EN oo 6Senee K yar fall top card in your grave a ct the vet Enchonted f. 
All green creatures goin forestwalk. i " ¥ go k 
Hornet Cobra c Ce one 6 sg pre ths 
First strike. 2/1. reds iin ch , 
oe ; your library for one forest ond put it into play. 
Hom Ser ain trample af ee Le Nature's Resurgence OR R see | Sam W 
sak Springs g at op oe Se ree Each player draws o number of cards equal fo the number of creature cards 
& a qi lond Hot Springs enn prevent 1 py toony ‘et, (eh BE sr graveyard. Reo 3mm ™ 
unary Mist ooo 628 tl ‘ 
uring your upkeep, pay 4B or bury Hungry Mist. 6/2. H Hot fe pe ees R cco am N 
Hurricane SOR U sece em LURATHASIN = Ming our upkeep, pay ® or bury Nature’s Wrath, Whenever o player 
| ei ti cl eo fying UES. " LU uts a swamp or black permanent into play, he sacrifices a swamp or black 
: Destoy ony one land. - ‘ eit Wi eee pie puts an istand or a blue permanent into play, 
ae ie sactitices on istond or d blue permanent. 
ooo 0 any pla ne an itn Pode first one a Meedle Storm He a ae 
by that player ty 7 " Needle Storm sealed to each ceotur wth flying. 
ith-Biff Efreet SC R core Qam AN pity Bina Nettletooth t en ] ce to you. 4/4, wf 
Flying. : Do 1 ay to all players nd flying creatures; this ability may Niall Sian URee a se ene ¥ 
wil ay alae o 6 LUR 4th Sth POOM, S: Regenerate torget creature, 2/2. 
You ma} Y anenieeatine o on ime during your turn; target may attack Hight Soi HC oe, oe t 
when if comes into play f: Toke two creatures in ony poe and remove them from the game 
venrool Tresfolk int aa oat an LUR 4th, Sth to put 0 Saprating token, ray green creature, into play. 
5/5, : Living Plane WR ee ome 1g {Nurturing Lick Ugare ae 
oft SC sth i fonds ore are now also 1/1 creatures, - Licd loses this obility and becomes a creature enchantment thot 
ht Wum gets-2/-1 i each ania ene Hosking it. 6/6. © Llonowar Behemoth coco ORM WL reads “s®: Regenerate enchanted creature” instead of a creature. Move 
olrael’s Centour coo DD > Topo creature you control: +1/+1 until end of turn. 4/4. icid onto target creature. by may poy bd fo end this effect. 1/1. 

Tanking. Connot be the i ae we or effects. ae ! Uonowar Druid So oC oe) em WL i C oe SH 
ek, they 140/02 At and fon combat, fap oll creatures Hh | th 4, Soci Llancwar Ona Utop of fests. 12. Sth | es inti” hi rn, } Para ‘lal me. 
locking Fenets. Tey & normal next untop phose. 1/1. : anew Bees fo your a LIA. Rese! Tae ai H oe you control get a and goin trample until end of turn. 
Jong bed Put Wood ‘dee into ts Tesh wa0 reen creature that + Uonowar Sentinel cc see OS i | ie fi nate Ik. 2/2. at aA " 

can oan. Soto plo: Fd @ to your He a 00. 3/2. ; When Uanowar Sentinel comes Ld You may pay -#® to search your sie a 6 Cee @ \s 
nasa ieee ye - Li wa fora anne cord. Put that ae into wy wy. 1g Pat oa oe 
i © bocust Swarm oe 
a ne loree i/ neh an een 5/5. ra # Regeneit. &: Unia Lost Som. (Gea aor Vi ; Pele of he Woods sC : Uc oe K 
S Untap o lond of your a 1/1. ; Lowland Basilisk Cee =e H on ny ae nie iy coo M 
Koroo Mesrkat ke oo ae ng Whenever Lowlond Boslsk damages ony creature, destroy that creature ot Pincher Beetles be of spel “* 3 
Nice tem bbe a end of combat, 1/3. es incher Beetles connot be the moe spells or abilities. 3/1. 
‘otobutic Winds fh Reo om ; Lore S coo ome  LURAHASH | Pie Gi : nd of “tire Wi. : 
sing. Creatures wth fing connotattock, block, o se ony obit that ; ; x apis that can block target cate must do so. 7 eh ©: Give torget eats ing vat a a tun. 1/ in 
; : Lure of coo Gan 
ee henge inthe sie cost. Pecenne er i Play seg opponent cast o summon spell this turn. Put a green summon | life each ine on op} mill et paige topped, or each time 
y' Al yeen traces youre at -e/e1, 2/2, + card from your han nena it were jst ployed. ; activation cost of an ong ent aoc a Woh 
ly i sc” Yeo fae is.athsth ; ‘rker te Feel be re ae ar ar forget creature -2/ ‘nt end a, 1. a 
‘i ina. Give Bees + a sy pple : idly oe a ns is Wotcked or ‘id this turn. 2/3. " rele of Sin a a ‘ iy \ 2 oe at NG 
kc ; i the beginning of your draw phase, look ot the top oa s of your 
‘ ‘es may play King Chee ne Peon Pate 3/2. me Timmer cane ves ese Hose ees library and choose one. Put that cad on the bottom of your brary, or sur 
“os into play with X +1/+1 ge on it, 4p: Regenerate. 0/0. {Mammoth Harness, ede a, Hl Joe eae ‘e aoe erg 
Py f ~on ro LUR 3 ioe ll loses flying. Creatures are! to nek or who ore blocked dig Primal Or deck | dane oie! ee 
Ma bail is ppd, iti siesret The player who just lost o land ou Mammoth Horess get is a ont he ied ig; nombosic lnd he controls. : 
Kuda must place i on any other land in play. * js equal to the number of cords in your hand. */*. : Primal Rage - «6 SH 
Sat uf A All creatures you control gain trample. 


JULY 1998 {29 


Nome Kind CR Roting Cost Sets Found Nome Kind CR Rating — Cost Sets Found 
Desciption Description 
Cee ee ee a ee 
q } Splintering Wind N ( ee Se@@ N 
ger Folk SCC coe @ DK,CH,Sth : —-@@ Do one reise fo target creature. Put a Splinter token into play. 
oe Sacrifice Scavenger Folk to iestoy target artifact. 1/1. * Treat as.a 1/1 flying green creature with CU: 4. If this token leaves play, 
ee SC coo = TM ? — itdeals 1 damage to you and to each creature you control, 
rotection from blue. Wie isbeng st, it cannot be countered. 3/4. : Spore Cloud NS ( eee fg F 
Seryb Sprites 2 LUR-4th,Sth Top all blocking creatures, No creatures in combat do no damage. No creatures 
hing, 1). = in combat untop as normal ais heir controller's next untap phase. 
Seedling Charm INS Ceo @ NG = Spore lower co 8=— F 
Retuin target creature enchantment fo owner’s hand: or regenerate a green : Put a counter on Flower ig upkeep. Remove three caunters from Flower 
Si creature; or target creature gains trample until end of tum. : to prevent creatures from dealing damage in combat. 0/1. 
i Kind CR Rating Cost Siefond ? of Innocence SOR R see See MG = Stalking Tiger SC 6Se NG 
ee vt A ih st uty all artifacts. Each arifact’s controller gains on amount of fife equal fa Stalking Tiger cannot be blocked by more than one creature. 3/3. 
Description : sel oi ewe cost, ek . de Sale NS ae te scp 5H 
Pakel aa aN ati { iis = rT SH i ef yoreak eae & : l attacking creatures get trample and + unfil end of turn. 
a : ©: Untop target creature. 2/1. : Stompeding Wi ts SC coo BRR VS 
a Ue i cee You donot contol. That creature blocks this tun tf : Serene Heart INS Ce @@ MG: Tone During your upkeep, return a green creature you control to owner's 
SCR ee hee estroy all local enchantments. : — hond. 5/4. 
Suan wok. 2/2. i ing 6 C ce ame 1A = Storm Seeker NS coco OQ 6,( 
p S$ Co oe Wi @ @: +1/-] until end of tum. e : Do ] damage to opponent for every card he has in hand. 
cremahdtie : Shonodin Dryads Sc oo 6 LUR.4th,Sth : Storm Front N cco ™ 
te at start of the tu uy id Knite comes ae lay. 1/1. e : oreatwelk 1/1. : 4: Top forget centue wt ti 
200 2 : : 
= Shelkin Brownie Sears tC Le 1G § Stream of Life ooo OM LUR, 4th 5 
wail ee: ce hp bates 02/2 green creature permanently. Thot nd : Remove bonding Lott rom wu creature until end of tum. 1/1. > Torget player wis fe. 
ee ee ng Sink * HiSth = Striped Bears C* 38 w 
at eo Quirion Elves, choose a color. @: Add one mona of the cho- Gaeta gels 5/4 oui inet ae AN Bell cli Bears ese Aa oe oe os 2 A 
Ser COR 10 FOU ne pol @: i acne eal. 1/1. Ws i ‘®: Reduce attacking creature's power to 0 until end of tun. 0/3. 2 Target player must put ie etn his hand on st of his library. 
pes orest you control to owner's hand: Untap target creature, Use this: : 
ability only once each tum. 1/1. ; 
Rabid Wombat s ooo 28 UGCH,Sth 
eee for each enchantment on it, Doesn't tap when attacking. ae t 
Pixs peediae N@ ooo O@ 4th,Sth 
ae 5 wot creature loses ving ability until tum ends. Piles z 
: OR (cee pm MGIN 


Raman! Grow 
earch your library for a basic land card ond put it into play, tapped. 
Realty Anchor NS C eo gay 
ee creature loses shadow until end of turn, Drow 0 card. 
S ooo 
turn any number of target cards from ie om to your hond. You 


ed cannot choose more cards thon the number of black permanents target 
opponent controls. 
© Rebirth SOR R ee SMe 1G,4th 


== Each ployer 7 be healed to 20 life. Any player so choosing ontes on 
additional card trom top of his library. Remove if not paying for ante. 
‘ecydde NR sooo ame 
elie drow aia Whenever you play a card, draw a card. During your 


discard phase, choose and discard all but hwo cords. 
_ Tree sc Ce ee WL 
Regeneration C Cs am LURING SI aes “ 
Bs jenerate enchante au * ie py 
re eoeee AU, f . 
ang a cord from your graveyard into your hand. ; oy these has i is 
Reincarnation NS coo Om 1G i 
If target creature goes to the ea this turn, put o creature from that 
graveyord directly into play under the control ofits owner. 
Renewal SOR ° oe HL 
Sacrifice o land to search your hy cond put a basic land into play. aut 
| be ‘ vf Gai net h attack 
tu ft this tun, Gain 1 fi ittacker. 
Creatures deal no comba ngs i _ life for each o ta cap: 2 Shy Andie Cae a 4 Sas i 
All players play with their honds face up. : de. loge creature with Aes oe ‘] i 1 ti - us tum. 1/1. : Toe creature Ode is es s10/%, hye its costing cost. 
Rime Dryad Seen ry Summer Bloom Vs 
Snow-covered forestwalk. 1/2. “ ‘Add to your mana nil « Mi * or ig your mana pool. 1 au i You may play up to three Cr lands this a x 
Ritual of Subdual NR eo Sava iA roud Ranger C ( seo Superior Numbers U « ae ; AN 
CU: 2. All mano-producing lands now produce colorless mana. ®: Choose a land in your hand eh put it into nat oy as a sorcery. 1 ii : Deal to torget creature | ee for a creature you control in excess of 
River Boo Ne ( cece ay ys : Skyshroud Troll SC 200 ™ the number of creatures Tage op opponent controls. 
slondwolk. 4®: Regenerate. 2/1. 3 @ @: Regenerate Skyshroud tal 3/3. Sylvan Hierophant ee W 
Rogue SCC ewe mt WL: Skyshroud Troopers cS Ce oe g tf Sylvan Hierophant is put info ony eat om py, remove Sylvan 
“hen lephant comes into play, sacrifice a forest or bury Elephant. 3/3. @: Add @ to your mona a pais is ability : ‘a mona source. 3/3. Leal fo yy gome, then return a creature cord trom your graveyar 
Root Haze { eo MM fo your hand 
All arias and lands come into play tapped. Torget creature ee * /*,*is the number of snows Hovered londs the ‘an Library EN R ecco es L6,4th,5t 
Rootbreaker Wurm c, Ce sme M defender controls when creatute attacks. Otherwise, * equals number of You may craw two extra cards during your draw phase, then either put hwo 
rample. 6/6. Ra A lands oat : Sallis owns. si wig se s drawn this is pio pay 4 life en not replaced. 
R C U ee Za ears eee oa van roragise i 
a target creature without flying. That creature does not untop. r If Bears is declared os on attocker and defending pate controls no black Change the color of one ot more gas to green until end of turn. ik 
Roots of Pele lire cords, Bears do not untop os normal next untop phase, 3/3. lt sin 1 fe Toroan a tothe nee aH ia oy 1/1 st 
a Choose islonds or swamps. Whenever a land of the chosen type that targe Spider Cimb Gat eee : i pan g ave ‘eo Ae 
A Taste of Paradise SOR C Al 
opponent controls becomes tapped, goin | 1 life. You may play Spider Climb as an instant; f you do, bury itat end of tum. = Goin 3 Ife, Gain 3 fife for each 14 a eer eit aa 
w Sider Seth ae ne ets +0/+3 an a tk creatures with flying. : Teotn tid 0 aun 1 POY oe : 
blocker, S fs t sh 2/2. e Br coo 38 ey 
ee a ras Be ‘ od Ree: Breeder comes into play with three +1/+1 counters on it. @, Remove o & ©: Lic loses this ably fu ono oe tnt thot reads 
[- 4 @-@: Rootwala gets +2/+2 until end of turn. ie this obility only once +1/+1 counter from Breeder: itt a+ /s counter on target ‘ceature. ee Nise a “eal piel sae 5 ne A Oy ie 
each tum. 2/2. 2 Remove.a +1/+1 counter from Breeder: Put o Spike token into play. id ee UY ome Hy Poy a nah 
\ Rowen [NR eco) See leat this token os 0 1/1 green ceotue. 0/0. Put a counter on Thallid during upkeep. Remove three counters to put a 
Jung your draw phase, reveal the first card you draw to all players. If tha Spike Colony Cnt eee | Oe SI Sapling token, which is o,1/1 green creature, in poy. 1 
card is a basic land, draw a card. Spike Colony comes into play with four +1/+1 counters on it. @, Remove Devourer 5 eo at 
z IT Ce e G = _ ,0-+1/+1 counter from oat: Put a-+1/+1 counter on target creature. ut 0. Put a counter on Thallid Devourer ing upkeep. Remove three counters to 
Counter target artifact effect that requires on activation cost. i Spike Drone 5 Coss bd ut 0 a roling token, which is. a 1/1 green creature, into play. Soctfice a 
Rysorion SR ee Sm (ie: Spike Drone comes into play with one +1/+1 counter on it. 2, ice oe +1/+2 until end of tur. 2 ap 
wi f Badger is not blocked, you may have it dea! no damage this tum. Instead, = +1/+1 counter from Drone: Put a+1/+1 counter on target ceature. 0/0. Druid Sc ae 
remove from the game no more than two creatures from opponent's 2 Spike Feeder SC ooo =POR S £ bere &: Sacrifice 0 green creature ‘on < your forests into 2/3 creatures 
ay groveyard. Goin one life for eoch creature removed. 2/2. : Spike Feeder comes ey with two +1/+1 counters on it. @, Remove = until end of tum. 1/1. 
Pras SC OC ee er NG? a +1/+1 counter fro Spike Feeder: Puta +1/+1 counter on target : Thelonite Monk SC Ree eee 
A ployer reel y Sabertooth Cobra gets‘ poison counter. During that = __,“realue. Remove 0 +1/+1 counter from Spike Pack Gain 2 lite. 0/ Ze : __@ Soctfice 0 green ceature to turn a and into o bos foest. 1/2. 
a Jayer’s next upkeep, he gets onother poison counter unless he pays @ ©: Spike Soldier ac ooo =6OGe Thelon’s Chant ‘0 an - See ah : 
Pots then to prevent this effect. 2/2. t Soldier comes into play with three + ou counters on it. i, Remove a Do 3 damage to ony player who puts a swamp into play without putting a 
cL) INS er AN4IHMG i /-+) counter ftom Soldier: Put a +1/+1 counter on forget ceature. Remove -1/-1 counter on a creature he controls. 
0] baie to oll attacking creatures. re — +1/+1 counter from Soldier: Soldier gets +2/+2 until end of tun.0/0. Thelon’s Curse EN Ree | @® ‘ 
teas ¢ aac ae Dh: spike Worker Sc Ceo | om SH Blue creatures do not untap os normal. During upkeep, o blue creature's 
@, : Destroy torget enchont land. 1/1. : Worker comes ly yt two -+1/+1 counters on it. 2, Remove a : woe ler may pay @ fo a one ond ony one ae iA 
Wurm c; Co 3m tasth +1/+] counter from Worker; Put a +1/+1 counter on forget creature. 0/0. : D carst land. You ooin 1 life i that lond wl i 
a ee ee ene Re dea at 
Scarwood Bandits SC R seo Bam OK = 2274. : ‘ = zh 
eae On be fel att titel a y - een ee inst strike until en Satu if ths obi its ek every creatu oe ae aoe tone mee py or ae a 
2 fr i b  @ Fir i i us ne: 
Pah ‘ou lose oy i of a ct an _ on K in combat with Slug gains first strike until end of tum, 2/4. i pois ay upkeep ut ne aid A iene Remove three 
BOOB, S: Give torget ceatue fest on end of turn. & : ! Thoughileech EN eae ia) aa A 
Remove forestwalk from torget creature until end of turn, 1/1. : : Gain T life whenever torget opponent tops an island. 
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Name Kind CR Roting ‘Cost Sets Found Name Kind CR Reting Cost Sets Found Nome Kind CR Rating Cost Sets Found 
Description Description Description 
: » Aftershock R Ce o@@ ™ 
Timber Wolves sc Re @ LUR 4th = Whiteout INS U eco gap In: esp target qrtifact, creature, or land. Aftershock deals 3 damage to you. 
anit /. = All lying creatures lose flying until end of turn. t Wheout in OUT : Agent of Stromgald SCS aM, Al 
Tinder SC. € eoce @ \A = graveyard, you may socriice a snow-covered land to retumn if to hond. : ®: Add @ to your mano F /\. ; 
Sacrifice: Add 4@@. @, Sacrifice: Do 2 damage to creature it blocks,0/3. = SCOR ee 32am IA: C (eee ee MG 
Titania's N coo Gm AQR.4in,5th = ut six +1/+1 counters on ie Dusing ty puta +1/+1 : ee creature gets +1/+1 and goins flanking. 
very non-cteatute artifact loses its abilities and becomes cn artifact ctceatue : counter on Wiitigo if it hos been blocked or has blocked since your last : | f ‘Ne anil th A 
with power and toughness equal to its costing cost. 3 upkeep. Bene remove a +1/-+1 counter from ge: 0/0. : goal cee gains first strike ond trample. Destroy that creature 
Tornado fh Re ae A Wie SC ee Om NG = ft! at the end of any tun in which it did not attack. 
CU. oe. Pay 3 life for as cou a liper Dest target : ane 3/2. git een : ar sane a1. R eee AN, CH 
rmanent ond put a counter on Tornado sOnannen um. r co @ i f 
: nN eatory NSU ee NG 
i ses diced hammond noyntp nei Conti Secon eu ates Naa ige. ae coin; tf you win, tar, oa gets +] /) until end of tum. ne 
Tracker SCR coe) =e Flying. 1/2. : " 
#@@®, ©: Do damage in power io iy creature. Target creature does ke SCR eco 86a (ip at AE be ; 
damage equal to its power to Tracker. : ©: Toke a Feria from your hand and put it directly into py. 2 Target: S Fewer detent alate 
Trailblazer : : ; ease 228 IA 3 qreen creature gains puRein Lt black until the si tun. 2/2. ’ : woe fending creature gains + =U end of turn, AN 
jarget creature may not be blocked this tum. : co 86 Z ; 222 
Trained Armodon SC ( ee Pae ™ &: Gain control of target legend. Lose control of this legend if Satyr untops = You cannot be reduced below 1 ile due to damage. 0/1. 
3/3. = of leaves your control. You iy sin Sat top, | ih : I hock INS iS - «60 Hl 
Tranquil NS ( ecco De MG = Wind Shear om VS: rt locking creatures get fist strike. ; 
rand gle enchantment. : All attacking flying Snie a 7 ond lose flying until end of turn. : — Mo cic 1 ase — ide. 3 pa 
Tro hs N ie R coco fap WL F Winter Blast SOR ese h 16,4th,5th = irst strike. May attack the fun billig A your side. 3/1. 
Tra neg to w Me OR oot dese Qe LURAHSITIM : Vint Gat eats waa tes to sae toe fing ‘eos: 5 ab, Discord o card at random: Put o +1/+1 counter on farget creature. 
5 enchantments i : a : Destroy target land. : An-Zerrin Ruins N Ree @@@ 
Tropical Stor Spr coo Xf NG = : A creature type of your choice does not untap tree oop phase. 
T os nga Ting ci yonas ape : rs Se iu gets Fs +] mie of iat il 
rumpeti S ooo 63 : lat 
+ Torge : > Anabe Bodyguard SoC ee Se HL 
‘eB: Torget creature blocks Trum ating rmodon this tum if able. 3/3. : Fist site. 2/3. 
Tsunami era SOR ae CUR Ath, Sth 2 habe Teer ( 
jestroy all islands iniplay. 5 : Shaman \ 
T g eo 2 iG : : @, &: Do | domoge to torget creature or player. 2/2. 
101 damage to opponent for each island he controls, : nab Spirit Crater st Reo = Bem HL 
Uktabi Efreet SCC eee) ape WL: 3 All minotaurs get +1/+0. 1/3. 
CU: a. 5/4. : : y ’ SOR sooo 2D lA 
Uktabi Foerie Ss oC ee le MG. = Destroy al white permonents. 
waa 3 @ , Soctifice Uktabi Faerie: Destroy target artifact. 1/1. : : parent vie bee doce se : fede ines — Tell 
i Orangutan ee : 
wate Orangutan cern into play, dest ag artifect. 2/2. for oy orifoct he or she ae - eeee 1M 
idcats coo = PeQe 
* is number of forests you hove. 25a Sacrifice a forest: Regenerate. */*. 3 hee oo ft Be Discard your hond. re 
2 : 
Aeectiee dea! damage in combat ts tuin. Ifyou pay @@ in addition mee Re Torget creature ae +1/+0. @, @: Target gets +0/+1. 1/1. 
to costin ost Undergrowth doesn’t affect red creatures. : ract Blast NT: iG e AQ 
Unseen W SC OU ewe) | MG Counter an artifact os it is being cost. 
Feil 64: Torget creature gains forestwolk until end of tum. 1/1. = tog “5 ; CC coe ae AQR,Sth 
Untamed Wilds SOR UJ eee 2p 1G,4th,5th ®, Sacrifice on artifact: +2/+2. 1/2. , 
Search is library for one basic wae putit in ny. : : Avalanche SOR ° xo A 
Unyoro Bee Sti SOR ce NG i : aad Desay X snow-covered lands. , 
inyaro Be 2 shig deals 2 damage " eu creature or player. k > Bad NS - 6 
Venom (  ( eco tapas OK,4thSth © Dohalf the damage (round down) done by one sorcery to its caster. 
Al pon atl gas in combat ‘a forget are destroyed after combat : : mys Burbarians ( % Oe 
Venomous Brea eco OM. c 3 te 
Al creatures in combat wit pe destroyed afer combat. : > Bolduvien Horde SCR ecco 2Oe 
Verdant Force co Reo} 6S! ™ : i When Hs enters play, randomly iscord 0 cord or bury Horde. 5/5. 
uring each player's upkeep, put 0 Saproling faker into play, Treat this : 2 Balduvian Hydra SC SOO 
jokenas.a 1/1 green creature. 7/7. : ut X +1/+0 counters on Hydro when ih comes into play, @: Remove a 
Yerdant Touch SOR R eee ap Sl : +1/+0 counter to prevent | damage to Hydra, @eie>@>: Puta +1/+0 
wuybock B. Torget land econ 2/2 creature permanently. : : ARCA ea, We hee -0/ L a ; 
Bie ) target artifact, : ic ene at : Rampage: 1. WorMakers is : unaffected by summoning sickness. 3/3. 
Verduran e85 co pam UR Ath St Ball Lightning R eee ee K 4th, 5 
raw a cord each time you cast an enchantment 0/2. : rample. “bal lit Hes is nti by summoning sickness. Bury Ball 
Veteran Explorer SC Se ning of at end of tun in sl it ee into play. 6/1. 
f Explorer is put into any groveyar fom play, each player may search his er 
, An Ph brory for up to ani lands i put those lands into play, 1 M \ eg he Su lp xiv soy nk aby dar a 
Vil co 6 ® M : 
®, &: Sacrifice a forest: Regenerate torget creature. 1/1. = Barbed Sliver SC coo 
Vitalize é ( ese ach Sliver gains “2 This ceatug gets +1/+0 until end of turn.” ih 
alr a oi ont 5 borat cnn air of tum. oat peal 
‘ r Tog aceoue you cont Guin 2 ie Play hse ait asosomery. unl en of un for eoh cate tht Blocks. 
= in the Weeds SOR R eee MG Frenzy | ( ec 88 A 
layer puts a 1/1 green Cat token into ‘hire ie! his untapped forests, | Wolverine Pock c Ce She 16,5th : ——Allyour green creatures gain +1/+-1 until end of turn. All your other 
oes £ Rampage: 2.2/4. © qeatures gain +1 /+0 until end of turn. 
Wall of Blossoms SC cece ap S g 
When Wall of Blossoms comes into play, drow a card. 0/4 : Wood Elemental SC, OR 32 (6: Beasts of Bogardan oo 6 \6, 
Wall of Brambles SC Sams LURANSHY 3 eal untopped fost he Gel ng Wood Eee fal. */*, i : : Bi from red. Gets +1/+1 eet means cards. 3/3. 
@: Regenerates. 2/3. i eins ten > Best ooo 
: ple if you control any snow-covered lands. 3/2. : — ffenchanted creature attacks ond is blocked, it gains trample and gets 
eal 5 St 02 RA : — sar’ Seth rs ¢ Sing ried Of -) t ‘ Bill end of tun. are : on sh . 
e : i foes not fly, but can block flying creatures, Woolly Spider gets +0/+2 until : Betrothed of Fire 
paris . sty ; ; w en iti Hoss Thy cathe 2/3. . ae a dal daa plait nk ne 2/0 el un. 
: g : = Worldty Tutor aoe : inted creature: All creatures you control get +2/+0 until end of turn. 
Wall at Roots Cee NG : Search your library for o creature cord ond reveal that card to oll players. => Bird Velden SC wae 4 ee / AN, 4th, St 
Wy oA Ay Laat hy Nel offen Ad @ to your mana pool Use tis; Shuffle ibe librory and put the role cord back on top of it. : Flying, 2 
ability only once each turn Wormnvocd Week sc a Ob 0K : F ae ; 
we _ — 4 Fan ware Be: ve until end of tum fa ou take 2 damage, 4: When Moca in the graveyard ftom play, Blazing Effigy does 3 damage to 
Wanderlust tC Je. oa UURAISIH } wy wane until end sitet a hag 4/4, i ia et get ceo i ds ey ake Effigy, it also does damage equa 
aia : iW | p to that Etti 
ne toconrler of qa an et LUR Ath Sth = y, &: Sve acreature +1 ht int en of turn. | vik : B - ear “NS ihe oo §6=—6s SS NG 
rample. 3/3. riee ce ie { ao va - 6—See AE i“ cet lose trample until end of turn. Double all combat damage 
Warthog SC eee) ae VS E gasteee #16 UNION OFUM cf F 5 ___ossigned to creatures this turn. f 
wampwal i ya Anis SC oe Ope Al: Blistering Barrier C Co 8 o@ NG 
“we 3/2. Re Ps URat i wean e 2a. nalgged hy mre slash S/l. ‘ i ‘ Con a ge 5/2. eae " 
Whippoorl e a “ me Hg Seats ox: Fhing. #: Regenerate. 0/1. : fae — or blocking creature gets +4/+0 until end of turn. At end of 
@®, &: Torget may not rete or be a target of domage-preventin turn, destroy that creature. ; 
eet If ioe goes to ogee remove it from the game. | vA : 2 <7 site 4/4 “ ie LG,4th, Sth 
cece : ' ; 
wee fn black. Gains +1 ‘3 if tt dons arco ye ii : Adtive Vo sal NS Ce 2 16,CH = Bloo Blood Moon * coco 22 OK, CH 
Whip Vin Sc ry Ale pee 0 blue permanent iH return an ‘slond to owner's hand. : i — nonbasic lands as me mountains. 
i ‘Hock Hing creatures. You may ane not to untop Vine during untap = hat ene rf 0/4, 5 2220 1G: Bloodrock Cyclops ( (Cee oD WL 
hase, <: Top target flying creature blocked by Whip. Creature does not =< thor Hee Jee 2e@ we Bloodrack Cyclops attacks each turn i able. 3/; 3. 
untap os normal as long as Vine remains topped. 1/4. : Wh lay, Flash deals 2 d that don Firefi SC ( eee) Be L 
en any creature comes ino play, Flash deals 2 damage fo that creature. if Bogardan Fitefiend is put into ony graveyard from play, it deals 2 damage 


otal orld 
ie? at Lond 
ent 


to forget creature, 2/1. 
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Destription Description 
Cee ee 
5 : Dworven Armory NN Ree gee A 
Chaotic Goo SC™ Rose 2ee TM ? @- Socrifice 0 land to put 0 +2/52 counter on a creature. You may only 
Chootic Goo comes into play with thee +1/+1 counters ion it. During your = use this ability during your vakeep. 
upkeep y you may flip a coin. Ifyou win the flip, add a+1/+1 counter to  : Dwarven Berserker ( ee be 
Chaotic Goo. Otherwise, ‘remove a +1/+1 counter from it. 0/0. i If Berserker is blocked, itgeis = ae trompie until tun ends. 1 yj ; 
Goud INS eco 288 NG + Dwarven Catapult INS xe FE,St 
: Destroy torget creatvie. If the creature is white, Cinder Cloud deals to that =  DoX domage, divided evenly ie a E mops cee 
< __creature’s controller damage equal to the creature's power. : Dwarven Demolition Team SC 2e@ U 
2 Gnder Giant SC co 6 WE = — @: Destroy torget wall. 1/17. 
: a ene ng ia whe Cinder Giant deals 2 damage to each other creature you = Dwarven ante : : ore : Fin 
‘ z 3 contro! : & @: Give torget Dwar +1/+0 until end of tum. 1/2. 
Name 3 Kind —(R Rating Cost Sets Found © Gnder Wall Spout Ghee @ WL 2 Dwarven Miner & ao eco 72 
Description : f Cinder Wall blocks, destroy it at end of combat. 3/3. SQ @, ©: Destroy target nonbasicland. 1/2. 
Phoenix == SCR eee i ccc Wee Te nO tele bhcabl fist. 1. 
Fat. i Phoenix i outinto onvrciveyand fom ploy and hsmolcounterionie ose three target creatures and/or players. Cone of Flame deals : + Target creature with power 2 or less is unblockable this tum. 
at Phoenix io) ond a cone onit; : hans put into ae ; a fo the fist, 2 damage tothe second, oor tothe Le : pede che? en R ak afl wet doftum: 1/1. 
: oth et Dwarf gets moun inva until the end of tur 
graveyard ond Loa onit, ie it fon y game. 3/3. ‘ ake control of target ond. = Dwarven Sad Jae g SC 2e 
Destroy ol sonds. : Consuming Ferocit C eo «6d MG: ®: At the end of combat, do 2 doma ap ‘0 target ar iang or blocking 
Blood INS Ce we WL: ay on o non-Wall creature. Creature ae /+0. During your upkeep, put = creature. Only use if creature's con role contr ai islands. 1/1. 
Taicet creoture attacks this wen cble, Drow-a card! a +1/+0 counter on creature. At the end of ony ples, if that creature has: Dwarven Soldier SC ate 
Ce 2e@ fae ree of is counters on a @ creature arid it deals to its controller = ne one blocks or gets locked by. Os, it gains +0/42 until 
; = ghamount of damage equal to its power. > oftun. 2/1. 
: 6 aust or ie arene t regenerate. 3/3. iy 2 Coowaing Li id <C aah 20 st Dra Sn INS a 
CU: @. Taget creature's controler may not cast summon spel 3 @, ®: Licid loses this ability ond becomes a creature enchantment that = Change color of any number of target awe to red until end of tum. 
heain Gc Slit: Cress i ae CeeRESth: reads “Enchanted creature connot block” instead of a ceature. Move licid ©: Dwarven thaumaturgist, SC oR ee 2@ W 
Cannot be ossigned to block creatures of power goat than 1.3/2. eal onto target creature. You ma pay @ to end this effect. 2/2. t &: Switch power and toughness of target creature until end of turn. Effects 
Br athe c Ce fe DK Ath, Sth i hare erg Ce 2e SH 3 bs alter te We wer alter its toughiness instead, ond vice versa, 
: foven Giant cannot diock. : until end of tum. 1/2. 
a @ @: Do | domoge to any tor ios dg you. 2/2. jeri Come ae a bi ; oe 1G i Dwa se Trader SC Gre. @ 
? Ee reatures with mountoinwalk may be blocked. : 
nae ee ng. Cimson Helle cc Res Seee > Dwarven Vigines SC CC Oe VS 
Destroy ¥ target artifacts. A each atifoct put into the graveyard inthis = Flying. SS ey to fi t creature. a red mano only. i Saee| ne Vigilantes attacks and is not blocked, you may choose fo have it 
ay Niue’? Bane deals 1 damage to that orfoct’s controller ? Gimson C e 5 leal no combat damage this turn. If you do, Vigilantes deals an amount o 
stat we ta jy Simson Kobolds are red creatures. 0/1. ; lamage equal to its power to torget creature, 2/2. 
Counter target blue spell. Contrip. : Grimson Manticore SC o gee 16,4th5th = Dwarven Warriors SCC see BO UR 4th, St 
Burning Pelm Ereet SC « ¢ee HG. foe yg @, @: Do | damage to an attacking or oe creature, 2/2, | @ Target creature of power no greater than 2 becomes unblockabe, 1 a : 
® @ a: Do 2 damage matin creature; it loses flying for this tum. : Grimson iF Roc blocks ot =e = a ING = Dwarven Weaponsmith SC oe AR 
Burning Acker (esse @ : ying i & locks a nonfiying creature, it els + P0 ond first strike : © Socrifice on artifact: Add a +1/+1 counter to target creature. Wl. 
Flanking. @ a: First atic a end of turn. 2/2. = of tum. 2/2. ; Eorthbind EO eet gran LU, 
Burrowing EC ae a Lurdth : & Kobolds SCG s o Ig: x Do. 2 damage fo and remove flying ability from target flying creature. 
Torge creature goins mountoinwolk. ease Crookshank Kobolds are red creatures. 0/1. : Forth Element SC ee 38a8 LUR,4th 
Droke SC ee ™ : Crown of Flames KSC eee ™ : 4/5. 
ir 4, Discord 0 card ot random: ae ie gels +2/+0 untlend — § @: Enchanted creature gets +1/+0 until end it tum. @:Retumn Crown of = cir SOR Reece HO CUR 4th, Stl 
ctu /. : lames to owner's hand. : Do X damage to all players and non ying creates | in play. 
i : Elkin Loir EW OR 3@ VS 
“ i > : ’ > Dusting each player’s upkeep, that player chooses a random card from his 
hond ond sets it aside face up. The player may play that card as though it 
were in'his hand. If the ne doesn’t play the card a end of tum, bury it. 
= Ekundu Cyclops C (ee $e ING 
+ IF any creature you control attacks, Cyclops also attacks if able. 3/4. 
< Emberwilde Djinn SC Ree Bee MG 


Flying. During each player's upkeep, he or she may pay @ @ or 2 life to 
gain control of ere | a 5 


' Enraging Lid ee be TM 
: @ Lic loses this ability ond becomes o creature enchantment that 
reads “Enchanted creature is unaffected by el sickness” instead of 
a creature, Move Enroging Licid onto target creature. You may poy @ to 
i end this effect. 1/1. 
: Enslaved Scout s Ce Oe i 
: @: Mountoinwolk until end of tum. 2/2. 
: Eron the Relentless SL sore SOG 
:  @@e Regenerates. Unatfected by summoning sickness. 5/2. 
: Errantry ( Cee ge 
: carget creature gets +3/+0. No other creatures con ottack this tum if forget 
> creature attacks. 
> Eternal Flame SOR R © Lee 
: 10 X damage to target opponent, where X is the number of mountains you 
: control, Lose half that amount of life, rounding Up. 
2 Eternal Warrior Centre e 1G,4th, Si 
crget creature does not top fo attack. 
: Evoporate OR oo ©6868 @ IL 
: eal | damage to each blue and white creature. 
2 © Falling Star SOR R @ ae 
3 ie calling Star onto playing ared. Stor must rotate 00°. Any creature 
: Star touches takes 3 comm ond ins if it survives. 
a : fa Mee how elo can Node oe i 
sg : i ose if and how one defending creature blocks. The block, if any, must be 
— Wildest SCC see Oe 1 3 Corse of Marit Lage N Roe gee i: egal. Play after defense is chosen but before damage is dealt. 
lountoinwalk. 2/1. ; op all wands when Curse of Marit ope comes into play. Islands do not Senna the Hames SOR co xe@e S 
Ww Cave People SC Ue coe Dk,4th,Sth : — — untap during their controller's untap phase. : Hi ack 3. Do X damage to target creature or player 
ey until end o! un ae Hgetadl Ls #SS,S: 5 Deadshot SOR Ree Be TH 3 Say : os Gis a. 16 
a : crema Seater end 0 os i ieee eats damage equal to its power to ; ga uncccatens eh AC no domage: 
(0 ployer may attack or biock with more than two creatures each turn. : ee 2 : . : Stott 
Chain Li SOR ( eee @ IG: 0. | damage to any target. At end of upkeep, Hoe is in your pir yor = = awe you conto scant aoe sis, 
Do 3 damage to ony target. The torget or torget’s controller may pay @@e : — with a creature directly above it, you my poy wi to pick up Spor : ake another turn, You lose the game af the end of that tur, 
for Choin Lightning to do 3 damage to trget of his choosing. 2 Desert Nomads SO" 3 te 28 ANS Fire Drake : SC oe fae DKCHS 
Chandler SIs Site ae HL esertwalk. Immune to damage from Deserts a/? : Fling, @: +1/+0. Only one @ can be used inthis manne. 1 Vee 
@ M2, : Desttoy torget ortifoct cr 3/3. i Desperate Gambit NS o @ WL = Fre Flemental SC oe 8¢@2e LUR 4 
Chaos Charm NS C ee @ MG: lip a coin; target opponent calls heads or toils while coin is inthe oft. Ifthe: “g /4 : oe 
Target creatute is unaffected by summoning sickness this turn; or Chaos : lip ends up in yout favor, double the damage dealt by a source you control. = Fire Whi C ( coe ge Wi 
Chorm deals 1 damage to a creature; or destroy target wall. : Otherwise, prevent all con from that source. : ‘tive y on creature you contol. ne aed create gins ihe obi 
Chacs Harlequin Se ads eee AL = Detonate sok EE ing AQ)ath Sth; “&: Do | damage to target creature or player.” Sacrifice Fire Whip: Te 
@: Remove top card of your library from game, If its.a land, Horlequin.gets 2 lestroy target artifact and do X damage to its controller. X is the casting Whi decls 1 damage fo farget creature or player. 
4/-0 until end of tusn; otherwise, requ gets +2/+0. 2/4. = cost of the artifact. : Freball 9 DRC ene xe LUR ath Sth 
6 Re bil LURAth £ Disharmony WSR ee Oe 16: Jo X damage, divided Se ion any number of targets (round down). 
Changes the color of o card being oe orin oly to red. : Intop target attacking creature and gain control of it until end of tuin. : yf for each forget bey he the first 
: oe estas SC a Ses = IA: Disint ve i SOR i ite xe f LUR4th,Sth = Fireblast ( oe #£@e \S 
irst strike. Chaos Lord is unatiecte + srinie sickness, but not the i> }o X damage to target. If target dies 1 is tun, remove it from game. if 
first time it comes into play. If the number of pena in play is even i — : : sc ooo 288 : LUR4th ae ow ee oe ea) OS 
during your upkee sopenet gar contol 0 gs lord. 7/7. i lying. @: +1/+0; if more than @ a @ is spent this way inone tun, = rehreathi FC g [ eee a LU RAG Sth 
Moon IA: jagon Whelp dies at end of tum. 2/3. See Ayal Se os 
If the number of permanents iain any cheapie all red creatures gon : Duct Gawler SC. Gee 2 SHE firett ae se Ti 
+1/+1 ond all mountains produce an additional @. tft is even, all re : ‘P @: Target creature connot block Dut Crayler this turn. 1/1. t ty @ Firefly gets +1 is untilend of tun. 1/1. 
creatures get -1/-1 and all ioe produce colorless mona. re 2 Dwarven — ag Se SARS ; 2 FE ty eds yg Cea ee ih 
R ooo 62S : @, ©: Discord a card from your han uta +0/+1 ora +1/40 : 
Creatures with flying cannot block creatures without flying. Creatures without : counter on target creature. 02 : ue E ; tse Fetal da nb cet pasion ane 
flying con block creatures with flying. : : y 
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Name Kind CR Roting Cost Sets Found Nome Kind (CR Roting Cost Sets Found Name Kind (CR Rating Cos Sets Found 
Description Description Description 
: = Havoc EN Ye ee 
Firestorm INS R eeeo @ WL Goblin Sappers SC Ce 0 IA = Whenever target opponent casts a xii spell, he or she loses 2 life. 
iscard X cards: Do X damage to each of X creatures and/or players. 3 @@, : Target creature you control is unblockable. That creature ond > Heat of Batlle EN o fe SH 
Firestorm Phoenix SR ee §=2Oe 1G = Sappers are rae after combat. @@ ae, S: co et creature og = Whenever any creature blocks, Heat we Battle deals | damage to that 
lying. Return Phoenix to owner's hond if it goes to the graveyard from play. contro! is unblockable. That lank is destroyed after com : ae 
f So, it may ae 8/2. = Goblin Scouts SOR ooo 82 MG : Heart of Bogardan EN R cece See WL 
Fissure INS (C eee @@@ Dk4th : —— Putthree tokens in play. Treat as i red on wn mountainwalk. a RG 1 Heat of Bogardan’s CU is not paid, it deals damage equal to its 
an fret land or creature, > Goblin Shrine EL DK,CH = last paid CU to target player ond each creature he controls. 
Fit of Ra SOR C © @@ WL = If target land iso basic mountain, all Goblins gain neyad. Does 1 damage : Heart Sliver sc Ce #@ T™ 
oe cons gets bar and goins first strike until end of turn. : to alt Goblins if it leaves nay : All Stivers are unaffected ae summoning s sickness. 1/1, 
Flame Elemental co §6—e OS NG : Goblin Ski Patrol Gs be IA: Heart Wol R 3@ HL 
@, &, Sactifice: Do inp equal to Elemental’s power toa ceature. 3/2. : v4: Gains flying and +2/--0. Use only once and only if you control snow: : inst strike. @: a et Wa first ste and hes if Dwarf leaves 
Flame Spirit ce 686 [Sth =: covered mountains. ie trol at end of tum. 1/1. H lay this tun, bury Heart Wolf. Use only at beginning of combat. 2/2. 
@: +1/+0 until end of tun. 2/3. : Goblin een eco 2 MG: Hearth Charm Ce @ 
Fane Wave SOR eo 69S SSVOS SH = a, ®, Sacrifice o Goblin: ‘i red creatures ca /+1 til end of tum. uy £ Choose one—Destroy ee “aie creature; of all sins creatures get 
10 4 damage to target ee and each creature he or she controls. 2 Goblins of the org ( eee CH +1/+0; of target creature in ower 2 or less is unblackoble ths tur. 
Flare NS Ceo @@ IA.MG,5th = —  Mountainwalk. Bury Goblins if you conto ony a Wi. Heat Stroke Ree 2@ 
lore does 1 damage to a target, Cantrip. : Goblin Snowman SC 32 _ At the end of each combat, a all creatures that blocked or were 
Floshfires OR ooo 6S @ LUR 4th Sth = Snowman neither takes nor deals ations in combat when blocking. : locked this turn. 
estroy all plains in play. 3 Goblin Snowman deals 1 damage to the creature it blocks. 1/1. : Heat Wave IN U ee age VS 
Fling INS (C eee qo SH : Goblin Swine-Rider SC Ce VS =! CU: @¥, Blue creatures cannot block creatures you control. Nonblue creatures 
actifice o creature: Fling deals damage equal to the sacrificed creoture’s. =: If Swine-Rider is blocked, it deals 2 damage to each attacking creature ond =: cannot block creatures you control unless their controller pays an additional 
wer fo target creature or player. : 2 damage to each blocking creature. 1/7. : life for each blocking creature. 
Flowstone Blade Ee cs @ SH =: Goblin Tinkerer SCC eee § = MG = Hill Giant SCC ee Se LU,R,4th, Str 
®: Enchanted creature gets +1 /-1 until end of turn. : @, &: Destroy target ortifact, Thot ortifact deals an amount of damage: 3/3. 
Flowstone Giant SC Cee Bao TM 2 equal to its casting cost to Goblin bed 1/2. = Hivis of the Scale SLR cee Gage MN 
@: Flowstone Giant gets Pe until end of tun, 3/3. : Goblin Vandal SC @ WL : You may choose not fo untap Hivis, ¢: Gain control of a Dragon. If Hivis 
Flowstone Hellion eco =e SH = &: Destroy target artifact bine controls. Goblin Vandal deals no becomes untapped or he leaves your control, lose control of Dragon. 3/4. 
lowstone Hellion is unaffected by summoning sickness. @: Flowstone : combat damage this turn, Use this my vil if Goblin Vandol is attacking = Hulking Cyclops SC coo 69388 VS 
ellion gets +1/-1 until of tum, 3/3. and unblocked and only once each turn. 1 : Huking Cyclops cannot block. 5/5. 
Flowstone Mauler ooo SH 3 : ule Minotaur SCC ee he LURAth,5 
rample. «>: Flowstone Vase gets +1/-1 until al 7 tun. 4/5. i EE ’ / eyes 
Flowstone Salamander SC ooo =Se0 ME j + Hurloon Shaman SC ° £2 
@: Sclomander deals 1 damage to target creature blocking it. 3/4. = AEA : If Hurloon Shaman is put into any graveyard from play, each player chooses 
Flowstone Shambler sc Ca @ and buries a land he or she controls. 2/3. 
@: Flowstone Shambler gets +1 A unt end of tum. 2/2. r = Hurr Jackal Sc Ree @ AN, at 
Flowstone Wyvern SC soo & oe id B ©: Torget creature connot regenerate this tun. 1/1. 
lying. @: Flowstone Wyvern gets vi 2 until end of turn. 3/3, ! Hyperion Blacksmith sc co «6. OD 1G 
Fork NTR eeeee Be LUR : &: Top or untop target artifact opponent controls. 2/2. 
plicate a sorcery or instant just cast. You choose the new target. Illicit Auction SOR R eee B@o NG 
Frost Giant ae o 6 OB i Pai : hoose target creature. Ead os ef pe bid life for control of that creature. 
Ram ne 2.4/4. 4 ae You begin the bidding with o high bid of 0. Proceeding in turn order, each 
Furnace of Rath NR cece BeOe M ayer may top the high bid. Auction ends when the ih bid stands. High 
Double all damage assigned to any creature or player. : H idder loses life equal to the high “ cand gains gine f the creature. 
Furnace Spirit SCC ee 22 SH ¢ = Immolation ( ove 
umace Spirit is unaffecte y sonumeing sickness.@: Furnace Spirit gets ‘ Moke target creature +2/-2. 
+1/+0 until end of turn. 1/1. : : Imposing Visage Cc €e © IA,5H 
Game of Choos OR Re gee IASth = : ‘arget creature cannot be blocked by less thon 2 creatures. 
Choose torget player and flip a coin. if you win, He goin | life ond : : Incinerate NS ( eeceo apa A.MG,5 
opponent takes | domage. Otherwise, you lose 1 life ond opponent gains | : 10 3 damage to any target. Creatures may not regenerate. 
fe. The winner con confinue, The stakes double each round. 5 Invasion Plans N Ree 2@ 
Giant Strength C ( eee @@ 16,4th, 5th, TM : ach creature blocks whenever able. Attacking ‘player chooses how each 
Moke target creature +2/+2. H creature blocks. 
Glacial Crevosses R ee 2e IA: : Inferno NS R eee Spe OK, 4th, 5 
@:: Sacrifice a snow-covered mountain to have creatures deal no damage in = : }o 6 damage to all players and oll creatures. 
combat this turn, : : Ironclaw Curse C Re @ HL,5 
Glyph of Destruction NS Ce 2 6 : ‘arget gets -0/-] and cannot be assigned to block o creature whose power 
Moke target wall you control +-10/-+0 when blocking. Target woll takes no : equals or exceeds its toughness. 
damoge in combot but is destroyed at and of turn. $ = Ironclaw Ores SCC cee) he LU, 4th, 51 
Goblin Artisans sc 2 AQ CH : + May only block creatures of power equaling 1 ot less. 2/2. 
®&: Use only when you cast on ato Flip a.coin. f opponent wins, your: 5 Jackal SC coo @ T™™ 
artifact is countered, Otherwise, draw a card. 1/1. i : For ah dumage dealt to Jackal Pup, it deals 1 domage to you. ul 
Goblin Balloon Brigade SC oo 6 LUR Ath = = Jokulhaups SOR R cece gee IA,Stt 
@: Goins flying until end if tun, 1/1. : ; Bury all ortifects, creatures, ond fonds. 
Gobin Bomb Ree fe : Joven 1 Ce gee 
During your upkeep, you te choose to flip 0 coin. If the flip ends up in 3 @PVe, >: Destioy target non-creature artifact. 3/3. 
your favor, put a fuse counter on Goblin Bomb. Otherwise, remove a fuse > Koervek’s Torch SOR ( eeee stp NG 
counter from Goblin Bomb. Remove five fuse counters from Goblin Bomb, : Interrupts that target Kaervek’s Torch each cost cn additional «2 to play. 
Sacrifice Goblin Bomb: Do 20 damage to target pin. : : Koerve! a ’s Torch deals X damage to fuget creature or player. 
Goblin Bombardment EN oe §=61 Mot = Karplusan Giant SC 
Sacrifice 0 creature: lial als | lomage to target creature or player. = : © lay coven lond you se to oes Gant +1/+1. 3/3. 
Goblin Caves Pee K : Kerplusan Yeti SC Ree & 
F tar get land is a basic on al Stes gain +0/+2. ; &: Yeti ond target do their power in damage to oath other. 3/3. 
Goblin Chirurgeon 2 2 Keeper of Kookus at; it 2 vs 
Sactifice a Goblin: oe torget crate. 0/2. : 2: Soren from red until end of tun. 7 /\. 
Goblin Digging Team SC e 2 OK,5 = Keldon Warlord St oo @@eo = LUR4th Sth 
@&: Socrifice Digging Team to destroy tr et a. 1 i. : * is the number of non-wall creatures in play on your side. */* 
Goblin Elte Infantry tee MG = Goblin War Drums (NC ee op FE Sth Kindle INS C sone he 
f Infantry blocks or is bc it gets-1 if 1 until rhe tum. 2/2. : ach ottacker you contral may not be blocked with less thon two creatures, Kindle deals to ape coin or ne an amount of domage equal to 2 
Goblin Flotilla Rese 620 © Goblin Warrens NN Ree oo = plus the number of Kindle cards in all graveyards, 
slondweik. At he start of te attack, pay @ 01 creatures blocking o £  @@: Sacrifice two Goblins to put tree 1/1 ted Goblin tokens into play. : ® Kitd Ape SR ere, ANR 
blocked by Goblin Flotilla get first stike until end of tun. 2/2. ? Goblin Wizard ce 202 DK : — , Goins +1/+2 if you hove at least one fret in i, lil. 
Goblin Grenade 2OR C se =@ =? &: Put Goblin from your hand died into play. @: Give tuiget Goblin : Kobold DrillSergeamt = SC ed 6 
Sacrifice a Goblin: Deo! 5 domoge to target creature or player. = protection from white until end of tur 1/1. > Give oll your pana ond ton ] /2. 
Goblin Grenadiers SC « 380 WL = Gorills Shomen SO fee @ Al 2 Kobold Overlord Re Le 1G 
Sacrifice Grenadiers: Destroy target creature and torget land. Use this ability: & Sh: Destroy torget noncteature artifact with casting cost of X. 1/1. : irst strike. Give all your ta s first strike. 1 f, 
aie Goblin Grenadiers is attacking and unblocked. 2/2. 2 Gorilla War Cry NS Ce Pe Al: Kobolds of Kher Keep = SCC 6 
Goblin Hero coC ee 2e@ Dksth : "Attacking ceatures connot be blocked by only one creoture this tum. Play, O/1. Fi: 
2/2. / = only during combat hefore defense is chosen. : Kobold Taskmaster $ aed 6 
Goblin King SC ce ee LURK ANSI | “—_ ing oyle SC Ree oe LUR : ., Giveall your Kobolds wi (2s 
All Goblins gain mountainwalk and +1 i. 2/2. : "40/41.2 A “= Kookus R eee $@e VS 
Goblin Kites EN td FE 3 me ere Roe 2@ 6: romple. During your wie. you do not control at least one Keeper of 
@: Give target creature you control with ‘toughness no greater than 2 flying = ay She lose flying abil Ms : Kookus, Kookus deals a to you and attacks this turn if able. 
until end of furn. Other effects may later increase target's toughness. Atend 2 Gray Ogre ot 22 LUR 4th @:+1 '/+40 until end of turn. 3/5. 
of turn, flip a coin. Bury target creature if opponent wins flip. ;  o mee} Land's Ed EW R eee §=@@ 16, CH 
Goblin Mutant C oe §=69200 IA: bricked Wolverine Cf ik = Any player may discard o card from hand at any time and do 2 damage to 0 
Trample. Mutant cannot attack if opponent has an untapped creature of = = g- 4/40) Use only when Wkerne' blade, ni nc y once, 2/2. i layer of his choice aioe iscarded is a lend. 
jower greater than 2. Con’t block creatures of pow greater thon 2.5/3. = Guerrilla Tactics NS ( eco @ AL = Lova Burst SOR ( eooe stp tA 
Goblin Recruiter st Se ee VS: "Do? damage to ony trget. fo spell or efect controlled by an opponent X damage to any torget. IF the target is a creature, effects that prevent or 
When Recruiter comes into play, search your library for iy number of = causes you to discord Tactics, it deals 4 damage to any target. : redirect damage cannot a fo protect that creatut. 
Goblin cards. Put them on top of your Wry in ony order. 1/1. = Hammer of Bogardan SOR R coe Pee NG: Lava Hounds J eco 2a@ WL 
tain Be Rock 5 a Sled - * he / td vou bee OKAth Do 3 damage to any torget. <2: Retuin Hammer of Bogardan from Ova ieee afte summoning i When Lava Hounds 
romple, Rock Sled may not attack unless opponent controls at leastone = > comes into play, if deals 4 damage to you. 
mountain, Rock Sled does not untap if it attacked last turn. 3/1. : wa oe a co si eo TH : Lava Storm ‘ INS ie ce 382 WL 
Instants and abilities requiting activation cost ont be played during combot. Manes 2 damage to each attacking creature or 2 damage to each 
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Nome Kind CR Rating Cost Sets Found Nome Kind (CR. Roting Cost Sets Found 
Description Description 
‘ Cc Infestation SOR Ree Bee SH : Orcish Veteran cS Ce 8@ 
jestroy oll creatures target player controls. For each creature put into ony = Cannot ie ee creatures of power greater tn @: First strike until 
2 graveyard in this way, put two Goblin tokens into play under that player's end of tum. 2 
Ghe Ga chering” Cc Treat these ee /\ i. creatures. - : Orag Reed C EN oo oe : FE, tl 
, erims janiac coo =O : romple. Con’t attack if opponent has cn untapped creature of power greater 
Minors Mogg Maniac is an damage, it fase an equal amount of thon D Cant block ceaes of power ete thn 2.6 
damoge to target opponent. 1/1. : Pallimud SCR eee 3e. 
Ruder a eo Pollimud has power equal to the number of tapped lands target opponent 
= se re in age ete ue 1 a end of turn, 1/1. conttols. */3. eee Ne 
i . wad @ ‘anic e \ 
Nome Kind Rong, Los Sisfomd ? 7° Squod gets -1 1 for each other creature in play. 3/3. as Tmgstay tena 
Description : to Raiders «= SC CC! LUR4th,Sth = Pi ng amatent ae Y coco See Al 
lig ning Blast INS (ee @@ THE tou ee me es 
: tain Goat SC ee @ IASth : Power Surge ENR eee LUR,4t 
bi iia os ah oe uy ie eae or player. LUR ath i, Mountainwlk. 1/1. : Belo an phase, active player must count a veins During his 
9 ive ‘jolene mt" > Mountain Yeti So: Coe See 1G, CH : _ _ upkeep, thot player tokes 1 damage for each lond 4 had been untopped. 
a aS ra 0 one ae iene ee \s Mountoinwalk, protection from white. 3/3. Primitive Justice SOR Us & Al 
ig) —_s - serge ext oc ive Use I SE lV i ide Re 2e ; Destroy torget artifact. Destroy a target atti ol er pay in 
a ‘ll sea ustend Nia Ghecch br ie iy SHOEI Nonlying creatures do not untap unless ‘hei controller pays 2 for each addition to the sing cost. Destroy a target artifact and goin 1 life for enc 
. pees aa a meade spel m : Pane wishes to untap. : 8 you pay in addition to the casting cost. 
Lightning Elemental : } Nalathni Dragon R eo 2e PR : Primordial Ooze SC OU ee 2 L6,CH, 5 


Lightning Elemental is unaffected gaol summoning sickness. 4/1. 
C De 


SC 
Flying, ben, @:+1/+0 until end of turn. Bury Noth Drogon if more 


Must attack if possible. Add a +1/+1 counter at end of inet Pay a pet 


Lightning Reflexes NG : 
aon os choose 10 ply Refexe n isto you do, buyitotendot =p, fm @@e5 gm in this a inane tae He et Python cf Ne deals 1 oP Taiyou pe count and tops. 1/1. 
li ene el creature Meee /+0 and gains hs sie. 1h : Whenever any creature blocks ors blocked by a creature with lesser power, : _  @:+1/+0 untilend of turn, Bury Sn atend of tum. 1 VA 
ni 4/3. : 2 fetal the creature with Le pasted . 3 saci sia ee ae c sees ar 5 
? Ogre Enforcer eco See $ unter target spell or destroy target permanent if it is blue. 
Magmasour . ae sc 7 1 Soe d ™ : Ogee Enforcer cannot be destroyed by lethal damage unless a single source: Pyroclasm SOR U sore BO 
ages comes into play with five +1/+-1 counters ont. During your = fea enough damage to destoy it 4/4 ! "Do 2 damage to each creature. 
upkeep, remove a +1/-+1 counter from Mogmasaur, or sactfice Magmasour = Qo6n of Fire a NS Y Ro eee Al = Pyrokinesis NS Joe see 
i i sp 1 mye ee +1/+1 counter on itt each creature with =" potien al islands to their owners’ hands. Each player sacrifices « plains ora ‘You may remave a red cord in hand from gome instead of paying the 
i al ~ prayer. be 9 ow: lgal IN R4th i. White permanent for eoch white pemanet he coo. = casting cost. Do 4 damage aye ing any number of alas 
i iH in si cent us rt fi Dail Operon sc eo ¢2e Mot ree’ SOR ooo =64e 16,4th 5th 
ii ne lve creature, om 0 ae ust spent au P ‘he ahsth eins deals 1 damage to target creature that was damaged this: Do crags val any ny ong any ota 
Karon tum. = Quarum Trench Gnomes oo 2 
Mona Gl A arin to contol oer he eds oa ston cy ain atsih 2 OF fn SC P @:Ton et plains produce ‘instead af 3 until hg game. 1/1. 
Choose a player. You both flip a coin, Any player whose coin comes up tals 2 Orish 2 cone Die an nove cls wat ont waft : ee ecrennononng, or es, 
Mai ae Ife. Repeat unl both mn OES pag UR 4th Sth  — @: Does 2 damage to ony target and 3 damage to you. 1/3. Misprint ==} Ragi Shay Coe ie 
ng Flore AVR,Atn,9I0 Aloha version lists casting cost as & @ tt mf aks or is blocked, it gets aja until eat turn, 2/3. 
Each land produces an ait mono of its normal type. 3. Grit Ranviseiseet SC coo 688 la i. Raging River fWoR eco Oe 
Maraxus of Keld SL Ree @¢2e WE f= Does 2 damage to ony target ond 3 damage to you. 1/3. : Vifen oftckng, vd opaent's pal creatures on either side of River. 
Maraxus of Keld has power and toughness each Le to the total number of: Orcish Captain SC @ FE Sth Choose on which side of River to place each attacker. Attackers can only be 
untg — ome and ne You an. mm i ee Choowe fargt Or, then flip a coin, “tf cnet wins fp, tet Orc gets: ‘ se by flying creatures ¢ ios on same side oo ig 
Marten : 4 = RagIN 
Man attacks, a ites fan (ans go ie ie fF ig, Pi Sad or of tun. Baise te the Orc ae iF a ‘ 3 ; hoo Spits cles until aid af turn. 38 
turn, where * equals the number of other attacking creatures, ton 4 " : Raiding Pa eco = 
i + Cannot attack unless atleast two other creatures otfack. Cannot block unless: fing Paty arget of white spells or effects. Socfice an Orc to destroy al 


blocks, all other blockers gain +*/+ vat end of tum. 1/1. 
lee io ae” 


attackers are blocked. jer decarn blockers, untop any unblocked 


attackers. Treat those creatures os if they had not attacked. 


Melting N Ue 3@ a: 


Al snow-covered lands turn into non-snow-covered lands of some type. 
Meteor Shower SOR ( eee SKS 
Do X+1 damage divided among any number of targets. 
a tds, Fg ws tv Dan is bu dst mA 
jinn attacks, flip a coin. wins, Djinn ee ‘tattad 
Mob Justice 
Mob Justice deals 1 domage to target ie for i Creature you ae 


ae a i 
Cast on your turn during combat, ee oo is chosen. Choose how your: 


a a two other creatures block, 2/2. 
Farmer sc ooo 6€8e 1A,5th 
a Turn fet lund into a ean until its iene next untap. 2/2. i 


ee Target creature may not eee SHS, @: Regenerate 
bind of green creature, @aa@, GS: Regenerate a black or green 
qeature. 1/1. 


i Oreish Librarian SC eo =O A 


@, &: Toke the top eight cards d your librory and Pai lane four 
from the game. Put the rest in Bye order on top of your library. 1/1. 
Orcish Lumberja SC seco 
©: Soctifice a forest to add three oe to your mana pool. This mana can 
be any combination of green and red mano. 1/1. 


OMBO: 


‘ae ‘Redirect all damage ees any 
“creature to yourself. 


Mob smn 
Enchanted creature gains trample. If all non-wall creatures you control 
attack, enchanted creature gets +*/+0 until end of tum, where * is equal 
to the number of attacking olay 

Bombers 


damage to torget player. 3/4. 
Conscripts 


fs 2 I 
ig Conscripts cannot attack unless you have successfully cast a creature 
spell this turn. 2/2. 

( eco @ TM 


tic s 
ee Fanatic: Fanatic deals 1 damage to ime creature or player. 1 A, 
ie x ee 


lunkies eo 
Meng 19 Flunkies connot attack or block any tum in which no other 
creature you control attacks or blocks. 3/3. 


134 INQUEST 39 


Us @ WS : 


SH & 
Sa other creature comes into 2 softs Hoos wbonbes onditdedls 3: 


Ord 
3 Be. at the top three Gel in Hels player’ s a Wl. 


HL 


nd during upkeep. Destroy uae ver last counter is removed. Orish Mine 
deals 2 damage to land's controler. 
Oriflamme EN Ucee o@ 
All of your attacking creatures goin +1 nz dering your attack. Misprint: 
Alpha version lists casting cost as “& 
‘ash Settlers s 


: sa root 


: Relentless Assault SOR R eevee 


i Rock Hydra On 


Rock Sli INS 


: Rogue Skycapfain 


: aig et SOR coe KMS mf 


© Ruination SOR R seve Be 5 
2 Rukh E 


Orcish Mechanics S.C es 2 AQ : Sabretooth Tiger SC eo 22 1A,5t 


: fick Soctifice on artifact: Ye sa to any ae he Ia ip 
Lee 


Put tree counters on Hive tae counter when target fond is topped : Sawtooth Ogre 


: inst strike. 2/1. 
= Sandstone Warrior ( ee 2@ ™ 
inst strike, @: Sato Vs a +] ee ak a tum. 1/3. r 
eco 


LU,R 4th Sth = Scorched Ea R oe BO ™ 


foe Any player may top a white creature to save up to 2 plains. 
i "Sc R ecco 2Oe 


When Rathi mh comes into play, sacrifice two mountains or 


= 


tin ce Rathi Dragon. 


; Reckless ogg ei R ieee i Ard Rous: ae 
: le does 1 dame * any target ond | damage to itse 
: Red Element ls ; id wee ; 


Counter a ble: spel being cost or destroy a blue wal in ploy, Misprint: “Alpha 
version listed type as Instont. 

Reign of Chaos SOR coo 882 MG 
Destroy target plains or islond ad target white or blue creature. 


{hep all creatures that attacked this turn, You may decore on additional 


attack during your main phase this turn. 
+ Renegade Warlord Sc o ¢e ™ 
First strike. If Renegade Warlord attacks, each other attacking creature gets 


+1/+0 until end of turn. co 


£ Retribution Ok Ue ee HL 


Choose 2 creatures controlled by opponent. Bury one and put 0-1/1 
counter on the other, That opponent chooses which creature is buried. 


@ 
Put X +1/+1 head counters on Hydro. Each point of damage to Hydra 
destroys | counter untess controller spends @ per head. During upkeep, 
new heads may be grown for Se@e hohe. 0/0. 


: Roc Hatchling sc @ WL 


When Hatchling comes into play, put to shell counters on it. During your 
upkeep, remove a shell counter from Hatchling. As long os no shell counters 
care on it, Hatchling gets +3/+2 ane goins flying. val is 

q core 32 LUR 


( eos xe VS 
Rock Slide deals X damage, divided any way you choose, among any 
number of target attacking or blocking creatures without flying. 

SC Ree 88 
Flying. At beginning of upkeep, put a counter on Skycaptoin. During upkea 
pay ® for each counter on SI ‘ycaptain, or remove all counters from 
Skycaptain nd opponent gains control ‘of Skycaptain. 3/4. 


Rolling Thunder deals X de divided any way you choose among any 
number of target creatures and/or a 


estroy all nonbasic lands. 

a8 ( cece Se AN 
f Rukh Egg goes to the graveyard from play, you get o Rukh token, a 4/4 
flying red creature, at end of tum. vas 


fsavtoah Ogre blocks or ‘ be by ony dog Siva Ogre deals 
sage to thot creature e os of combat. 3/3. 


Choose et discard X land ae Destroy X target lands. 


tt L} Searing Spear Askari ( eee 2@ NG 
es. ©, Soctifice Orcish Settlers: Gator ot lands. 1/1. : lonking. se @: ob oe by only one creature this turn. 2/2. 
iy coo = @ £ = Searing Touch Ue @ ™ 


1 Squatiers Wa 5th 
= Squatters is not blocked, i may have it do no “eae cand gain contol 
of a lond controlled by the defending player. 2/3. 


Buyback . Searing ww as dono to target creature or player. 
Sedge ral 28 t 


Uy 


~ oe ry im fy atl ony swamps. 2/2. ‘4 


aa >. Target creature gets 13/0 Dun end of tum. 


Name Kind (CR Roting Arist Cost Sets Found © Nome Kind (CR Rating Arist Cost Sets Found Name Kind CR Rating Arist Cost Sets Found 
Description Description Description 

Shadowsterm SOR Uee @ TM Varchild’s — sc Al Tirilan of the Clow SL R eco Beem NG 
Shadowstorm are sl toeach eat with shadow. ©: Con only be blocked by walls. i cane at the end of tum. ae BO, S: Search your pi for a Dragon card and put it into play. 

Shard Phoenix ae ‘Hordes XC R eco fe ‘at creature is unaffected by summoning sickness. Remove the creature 

ing, a> @ : Put Shar Phoenk Ata your hand. Use this abili aye Trample, rampage: 1. CU: Put a survivor token into play under torget from the game ot the end of any turn. 3/4. 
hoenix is.in your ae id and only during your uokeep. Sacrifice Phoenix: opponent's control. Treat this token as a 1 V | red creature. 3/4. 
aa ward Phoenix deals 2 me to ae creature without mH fish -_ ; : INS U ee : Sens ‘ A 
tier ae lomage to target flying creature, wu ich loses flying this turn. 
soa target artifact. Veteran's Voie i C's 2 Al WHIT 
Shatter: SOR R ee See AQR,S Play on a creature you control. <@: Tap mee to give any other torget Abbey Gargoyles SC ewe Bae eae HL, Sth 
sys ral rtf in play. creature +2/+1 until end of turn. ving. eeten from red. 3/4. 
Shivan R ccce Gee = LUR4th St Viashine Sandstalker SC U see aie VS Abbey Matron CC Ce exe HL 
lying, . +1/+0. 5/5. Unaffected by summoning sickness. At the end of any tum, return i, &: 10/43 until end ‘ i ] ut 
NS C eo @ Sl Sondstalker to owner's hand, 4/2. Abeyance cove Ke WL 
Sl he deals 2 damage to target Create ot player. Viashino Warrior So Cee ee MG orget player may not say hore interrupts, sorceries or use ony effects 
SC Ree = S@ TM 4/2. requiring an activation cost until end of turn. Hiatt 
Shocker damages any player, that oy discards his or her hand, then Volcanic Dragon SC R coo see NG Abu Ja’for SC OU eee 
rows a new hand of as mt cords as he ot she had before. 1/1. eal. Volcanic Dragon is unaffected by summoning sickness, 4/4. Abu Ja’far is destroyed in combat, all creatures Mocked or blocking me 
Siroceo Yo ae M eyser INS U eee  sapa@ MG are destroyed ond cannat regenerate. 0/1. 
et layer reveals his or her hand to all players. For each blue interrupt Volcanic Geyser deals X damage to target creature or player. Adarkar Unicorn f (co ex A 
card that player holds, he or she we life or discards that card. Wall of Diffusion SCC eco ae TM ®: Add either @ or @ ond @ to your mona pool. This mana can only be 

Sisters of the Flame SC pee DK,4t Wall of Diffusion con block creatures with shadow. re BY used for cumulative whee 2 fe, 
©: Add @ to your mana ee af. Wall of Dust sc Ue 16.4th —-Advarsee Seow! coo | HK T™ 

Smoke Re 98 UR 4th, St Creatures blocked by Wall may not attack next turn. mV 4. inst strike. 3: Torget wae sats ist strike until end of tun. 1/1. 

ach player may only untoy Me creature during untap phase. Wall of Earth cS Ceo ge IG herlife INS Yee ke 

Soldier of Fortune i | 2 Al 0/6. Jury target creature and put a 1/1 white flying creature into play under con- 
@, @: Torget player shu is his fbrory. Wi. Woll of Fire SC U ee ee LR 4th Sth rol of that creature’s controller. 

Solfatara C @ 2 Vs @: 41/40. 0/5. : Akron Legionnaire GR et Se * 1G,CH, Sit 

one layer cannot play an land cs this turn. Contrip. your non-astifact creatures, only Legionnoire may attack. 8/4. 

Song of BI ve VS a Dragon SC Ree 

ut top four cards from your i into rl For each creature card, . If Alobaster Dragon is put into ony aeyad from play, shuffle 
all creatures that attack this turn get +1/+0 until end of turn. Aha Dragon into its owner's library. 4/4, 

Spinal Villain SC Ree Be LG Alabaster Potion INS. coo RK 1G, 4th, St 
&: Destroy target blue creature. 1/2. Give target player X life or peer lamage to any torget. 

Spitting Drake SC oo §6@ VS Aleram INS ( eee @® ; NG 

lying. @ +] i until end of tun. You con't spend more than #8 in this dire ntop target voratocking cpa and give it + +3 this tur. 

Siting art uA. SOR ( eco qu NG “21, Remove the top card in your graveyard from the game: Prevent 1 

0 (To ton creature a to number of init you control. inne, fo ony creature, ve igi 

itt ra La S ¢ 
ie ces into play al ae +1 counters an it sg a wei poe gn hn 2 bac Amrov. 1/1. 1 
+1/+] counter from Hydra: Do 1 damage to yi creature. 

Starke of Rath SR ee OO ™ Ea A Mali poet is the tasget of o spell or ability, it gets +0/+3 
&: Ke hoy i e Fs fact or coal We permanent’s controller gains Angelic Renewal N eco EK WI 
control of Starke of Rath permanently. 2/'2. ‘ny cteatures are put into your graveyard from play, you may bury Angelic 

Stone Giant SC co =6eee@ LU Rath Sth lea nd put any 0 The aves into nl ‘ 
®: Give one of your creatures with t ia less than Giant's power flying Angelic Yoices NR cece) Bex 16,¢ 
until end of turn, Target creature is kiled at end ao tum, 3/4, Give oll creatures +1/+1 if you control only white or artifact creatures. 

oe jcins on @: sa i Dont end of tum. Q ‘nay vie ¢ | “7 : f pone Lo 
o ; i mn ‘ample, During your tutn, *=total number of swamps all opponents control. 

Sfone Rain SOR C eee am LURATHIANG STM Ohewise, "0 24/2 ae 

estoy ony one land. Animate Wall C Re #*- LUR Ath, 

Stone Spirit sc coe 688 (A,5th tget wall may now attack. 

Stone Spirit cannot be blocked by flying creatures. i Anoint NS (C eee x ™ 

Storm Shaman SCC see Al uyback «. Prevent up fo 3 domage to any creature. 

@: +1/+0 unl end oti, 0/4 Archangel SCR ewe) eR \S 

Storm Worl Re @ G lying. Attacking does not couse Ase to ip. 5/5. 

uring upkeep do tn to oa for each path in hand below 4. Ardic Foxes g pe 

Stun ™M f defender controls any een ind Arctic Foxes may not be 
target creature cannot lock this tur. Towoat locked by any creature with power grater than | Vi. 

Subterranean Spirit SC Ree @O@ NG Ardent Militia eC ax WL 

rotection from red. @*: Do | damage to each non-flying creature. 3/3. Attacking does not couse Ardent Niu io to top. 2/5. 

Sudden Impact NS Uo eee Bw eee Arenson’s Aura N (eee Qe 1A, Sth 
Sudden impact deals 1 damage to target player for each card in his hand. ¢: Socrfice an enchantment to destroy another enchantment. 

Suq/Ato Lancer PN sida S @ W: Counter an enchantment os itis being cast. 

lonking. Suq’Ata Lancer is unaffected by summoning sickness. 2/2. Argivian Archaeologist = SCR eee ike 

Tohngarth’s R E 3% %, @: Bring on artifact from your ene to ur hond. 1/1. 

enchanted creature is anni, it gets 8 9/, Otherwise, it gets -2/- Argivian Blacksmith Ce 

Talruum Champion ©: Prevent 2 damage to target artifact creature. 5 ne 

inst strike. Whenever rahi Gnien teks or is blocked by any Argivion Find Ne | eee % WL 
creature, that creature loses first stike until end of turn, 3/3. Retuin target ortfact or enchantment from your graveyard to your hand. 

Talruum Minotaur SC ( ee §6BO@ NG Armageddon SOR R eveoe Bae LUR,4th,Sth 
falruum Minotour is unaffected by summoning sickness. 3/3. esto tl lands in play. 

Tolruum Piper U-e & Armor of tah C (eee & |A,Sth 
All creatures with flying able to block Ta Piper do so. 3/3. aiget creature gains +1/+1. 9: +0/+1. 

Telim Tor SLR ee B® NG Teeaelvas CU ose bie ™ 

anit, fF Telim Tor a all ong Hinks get +1/+1. 2/2. Wall of Heat SC Ce ee 16, CH och Sliver goins “This entre gets +0/+1 until end of tum.” 2/2. 

Telim’Tor's Edict INS NG 2/6. Armored Pegasus oc Ce ae TN 
Remove from the game ae wh you h or control, Cantrip. Wall of Lava sc o §6—6f Oe A Wi 

Tempest Efreet ° L222 L6,4th @: 41/41 an end of tum, 1/3. Army ving. 2. NS ( eee aexe AN 
®, Soctfice: Pick a card ase from opponent's hand and place it in Well . Op SC o 6382 LG, CH +2/+0 to al attacking creatures until end of turn. 
yours, burying Efreet in mngonant veya Opponent may prevent this +1/+ O nil end of tun. 0/6. : Anifact Word ( (Co x AQ 
emanent change by motes 10 fife of conceding game. 3/3. Wall fj Razr SC =< SH rget creature may not be blocked by artifact creatures, cannot be targetted 

Thunderbolt NSC eee = tie we Fist strike, 4/1. y rtfots, and Fae lamage from artifacts. 

m vi 3 damage to target pps or 4 Faded to target creature with flying. " Wall i o. Bd co OS LUA ASH pura of Silence NU eee | tae ae 

wundermare seco GO rtifact and enchantment spells cost target opponent an additional @ to 
hundermare is unaffected iy me sickness. When Thundermre © Wheel of Fortune SOR R seeee OO LUR pinche ‘Auta of Silence: Desty ‘oye ofc of enchantment: 
comes into play, tap all mi creatures. i 8. Al players must discard A hands ond draw seven new cards, Auralog ( pK 

Tooth and Claw Rie and TH Wild Wurm . : T™ sauce on enchantment: am ts 12/ 42 ut end of tun. 1/2. 
Sacrifice two creatures: tor ateites token into play. Treat this token os a When Wild Wurm comes a Wi ip o-coin. If you lose the flip, retumn Auspicious Ancestor ; eco 3 
3/1 ted creature. Wild Worm to comets hare If Ancestor is put into your ee from play, ba i life. 8: Goin 1 life. 

Tor Giant So Co 6 6&@ A Wildfire Emissary eeoce SO NG se only met ca white spell is successfully cast and only once per spell. ue 
3/3. rotection fe white. oe: +] Hou unl end of tun. 2/4, Avenging Ange CR cece SHR 

Torrent of Lava SOR R coo xe NG Windseeker Centour Led PR Wing. dy tf Avenging Angel is put into ony i from play, you may a 
Do X damage to euch creature without flying. Each creature gains “@>: Pre- oes not top to attack. at? Avenging ing on top of owner's brary. 3/3. 
vent | damage to this creature from Torrent of Lava.” Winds of Change SOR Reve @ 16,4th,Sth  Aysen Bureaucrats SCC eee ape HLS 

Total War EN R ee 33 A All players must shuffle their honds into their librories, then draw as many &: Top target creature with power no greater than 2.1/1. 

When any player attacks, destroy all untapped non-wall creatures that don’t cards as they originally had. Aysen Cusoder So Ree) RK 
attack. Does not affect creatures that come into play this turn. Winter Sky SOR Ree @ HL * equals number of heroes i i ploy, 26° /24*. 

Tremor SOR € ee @ VS lip a coin. If you win, Winter Sky does 1 damage to each creature and ysen Highway Reo | Ses H 
Tremor deals 1 damage to each creature without flying. oy Otherwise, each pee drows o card. Ail dr creatures gain shina 

Tunnel sR Ue @ LUR4th Word of Blasting es IAsth —@ Balance SOR R eecee Hx LUR4 
Bury target wall, ury target wall ond do X damage h the wall’s controller, where X equals All Hoye must discard enough lands, cards in hand, ond creatures so ‘that 

TwoHeaded Gimt offorys = SC. R eee apm Ww the casting cost ofthe wall everyone has the same number as the ployer with the lowest number of 
Trample, May block two creatures in combat. 4/4. Ydwen Efreet SCR eee @8e@ AN lands, cards in hond, and creatures, respectively. 

Uthden Troll SC oe ee LUR,4th lip a coin when defending. If opponent wins flip, opponent may decide 
@: Regenerates. 2/2. whether or not Ydwen Efreet blocks. 3/6. 
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Name Kind (Ro Rating Cost Sets Found Nome Kind CR Roting Cost Sets Found 


Desctiotion Description 
Cold Snap N Ue Qe Ik = Equinox L Ce 1G 
CU: ®. During each player's upkeep, Cold Snap does 1 damage to that =z Top torget land to counter o spell that destroys your land. 
layer for each snow-covered land he controls. 2 Equipoise N Ree 8 @% VS 
Combat Medic SC (Ceo ae FE 3 jing your upkeep, for each land target player controls in excess of the 
; x: ial ] damage : a 2 or creature. 0/2. . i pe - lands les control, targe int i or she controls phases out. 
‘onsecrale Lan ooo 6 Aes ‘epeat this process for artifacts ond then for creatures. 
arget lond is immune from all effects that would destroy it. 2 Errand of Dut NS ( eee ae Al 
Con resid ‘a fh OU i. , ee SH: rr Put el token into pla : Treat oe 1/1 white bonding creature. 
: fenever you successfully cast a spell, goin 1 life. + Ethereal Champion ooo BERK 
\ Kind CR Rating C Sets F : Conversion ‘ : N t Be We % LUR Ath: Pay 1 life: Prevent | on to Ethereal Champion. 3/4. 
ome i ‘ating Cost Hs Found; All mountains are now ploins. You must pay a9 during upkeep. i Bxlle SR ecco Bx Al 
escription : Conviction C ( eee ge SH = Remove torget non-white attacker from gome. Gain life = toughness. 

Bandage INS Ceo # SH i P nchanted creature gets + ee * Retuin Conviction to owner's hand. " £ Exorcist a : , R ae Ed 
D + Cooperation ee a* ; 43, @: Destroy target black creature. 1/1. 

aR ell damage fo ony creature He ployer. ea i 3 : ge creature gains ban ing : ‘ieee : Sta Be 4 “ R coo & : Fo 5th 

r . : Gusade coco EK UR 4thSth + as much damage to controller of a creature, spell, or effect as target 
wo Te All nae ah eb Dit ; All white creatures goin +1 /+1. ; creature, spel, ot effect does to you. 
Bonding until end of tun, 2/2, : Damping Held N Ue @% AQ : fyeof Singularity Wo Ree ge VS 

Henalish Here SC “ <€ LU 4th Sth: lo. one may untop more than one artifact during his untap phase. : When Eye comes into play, bury all permanents with the same name except 

ond. VA Sees oe Dae Gif se sae ; M eo ‘ o* Wn VS : basic i Whenever any alltel ‘ee land comes into 

Benalish infantry Ce (ae WL i vq tlving. Soctfice Doroja Grin: Destroy target bloc creature. 2/2. } play, bury any permanent ci ly in ploy with same name. 

net ea ; c tm Ox W i eT ie ye to viability ouiciiar aii V2. <i i deep tum, during your ie “ may ten ohain: 

inst stike. You may play Knight whenever you could play an instant. 2/2. Dazzling rit ked INS ‘ 4 block ae 4 NG fares antle is ond sor bh Heat it ory dine Fe 

Blnalch Missionary S page Wl forget unblocked creature is considered blocked. Drow a card. ; target creature attacks ond is not blocked it may deal X + 2 damage to 
@ 4, @ Torget blocked creature deols no damage this tum. 1/1 ! Death Speakers ss Yeo HL Sth = any other creature where X is the power of the enchanted creature. 

Benevolent tee sc oC 8 5k Hn if 5 nisin from black. 1/ er arte : se fei ai SC ‘ a ee ul FE 

i red + Denth War oe * UR, 4th JA, Sin = ealot is not blocked, you may deal 3 damage to a target creature. Ii so, 

qe ere ae see a Sane i acel by. 1/2. a 5 epee forget sae ‘ ‘ H : ia) Tealot deals no tno 2 2. ee 
7 : ent of Layaity coo DR i Farrelite Priest * Pe 

a sane got 7/5 tp blo ais nays has any back cards. ; egenerate target creature. Gain control of that creature. : a: Add % to mano pool. Bury if more than < is spent in one turn. 1/3. 

Block Word EC co = LUR 4th § js 
ia creature gains protection from black. 

Blaze of Glory INS Ro * kK 
crget creature must block all creatures that it is legally eligible to block. 

locker’s controller chooses how to distribute damage. 

Blessed Wine INS Ce oe 1A,5t! 
Gain 1 life. Contrip. 

Blessing FC R eee eK LUR4 
41/41. 

Blinding Light SOR o 6k iN 
‘ap all non-white creatures, 

Blinking Spirit SC R evee Sie 1A,5t 
@: Return Blinking Spiti to its owner's hand. 2/2. 

Blood of the Martyr NS eo EK K, Cl 
Until end of turn, you may redirect damage done to your creatures to 
yourself instead. ; 

Blue Scarab C oo = IA 

arget creature gets +2/4+-2 as long as any other player has any blue cords. 
arget creature connot be blocked by blue creatures. 

Blue Ward ( oo 8 (® UR A 
‘arget creature gains protection from blue. a 

Broinyash FC OC 8 a K4th Sth = | Whenever you succesttlly cast a spell 
orget creature may not ack unless its controller spends @. ae F | gain | life. 

Call fo Arms R soo tie i | : “Ploe fascinating it is to veateh the 
Choose a color. As long as target opponent controls more cards of that cotor us 4 machinations of one's own mind play 
han of any other, all white creatures get +1/+1. Bury Call to Arms if at ony | thaniselecs out." é 
ime opponent doesn’t control more cards of that color than ony other color. Bath 

Calming Liad s co 6K Sl 
+, $: Colming Licid loses this ability and becomes a creature enchantment 
hat reads “Enchanted creature cannot attack” instead of a creature. Move 
Calming Licid onto target creature. You may pay 2& to end this effect. 2/2: 

Comel site * AN ; 

‘anding. Camel and those banded with it are immune to Deserts. 0/1. :  Disempower NS C 9 | dae MG = Fasting NH te OK 

Caribou Range L oe =6S KE IASth = Put target ortifact or enchantment on top of owner's library. ; Gain 2 life if you skip your draw phase. Destroy Fasting if you draw 0 card 
3&3: Top land to puto Coribou token into re, Treat this token osa0/1 i Disenchant NS ( eeeoe aise LURAIIMGSIIM : for any reason or when it hos been in thy for fe of your upkeeps. 
white creature. @:: Socrifice o token to gain | fife. H jestroy target enchantment or artifact. © Favorable Destiny ECU eee ike 

Carrier Pigeons x Ce Be Alf © Divine Intervention NR ee = aewe LG = As long os ‘ee control at least one other creature, enchanted creature cannot 

lying. Contip. 1/1. : ut two counters on Divine Intervention. Remove one counter during your ¢ forget of spells or effects. If creature is white, it gets +1/+2. 

Castle i ooo Se LUR,4th, Sth = upkeep. When both are removed, game ends in o draw. > Femeref Healer 2 MG 
Your untapped creatures gain +0/+2, Attackers don’t get this bonus. > Divine Offering NS ecoe LG,MG,5th : ©: Prevent | domoge to any creature or player. 1/7. 

Celestia! Dewan NR cee | hake NG : estroy target artifact, gaining life equaling costing cost of artifoct. 2 Femeref Knight sc ( cose Qe MG 
All non-lond cards you own that are not in play cre white. All non-lond per : Divine Retribution Ne Re 6 MG = lonking. 3: Attacking does not cause Knight to top this tum. 2/2. 
manents you control are white. All lands you control are plains. All colored — : }0.] damage to target attacking creature for each attacking creature, : Femeref Scouts sc Ce ae NG 
mona = on all of these cards and permanents ore a. > Divine Transformation (a ooo DK LG,4th,Sth : /4. 

w Change of Heart NS C ee SHE arget creature gets +3/+3. Festival NS Ceo %& OK 
Buyback . Torget creature cannot attack this turn, 2 Brought N coo DK IA Opponent may not attack this turn, Ploy during opponent's upkeep. 
Circle of Protection: Artifacts ooo PK AQ,4th Sth = luring your upkeep, pay a€ 2% or destroy Drought. In order to cast a spell Fie ws Souls NR eee | Baka 
- ®: Prevent al ihe against you from an artifact source. $ that has 4 as part of its casting cost or use an ability that requires #@, the: Whenever a nontoken creature is put into your graveyard from play, put an 
Girdle of Proiection: Black ( eee ise BURATHIASIIM = ayer must sacrifice a swamp for each # in the spell or effect. : ssence token into play. Treat os 0.1/1 wht creature with flying. 
= @: Prevent all damage to you from one black source, :  Duskrider Falcon sc ( eee pe WL = fire and Brimstone INS ° Be 

Circle of Protection: Blue EN eco oe LURATHIASHT 5 tying, protection from black, 1/1. ; 10 4 damage to target player and do 4 damage to you. May only be cast if 

zr a: Prevent all damage to you from one blue source. : Dust fo Dust SOR cco RK DK,Sth = jot opponent hos pate on attack this turn. 

Circle of Protection: Green EN coe ae | LURATHIASINIM = Remove any two target artifacts from the game. i flickering Word C ooo = TM 
&: Prevent all damage to you from one green source. i Ekundu Griffin SC ee Be NG § When you play Flickering Word, choose o color, Enchanted creature gains 

4 Gide of Protedion: Red «ENC ooo eae LURATHIASINIM. fying, fitst strike, 2/2. t rotection trom the chosen color, ¥&: Retuin Ward to owner’s hand. 
®: Prevent all domage to you from one red source. £ Elder Lond Wurm i @ eK 16,4th :  Foriysion Brigade SC ooo Be 

Circle of Protection: Shadow EN Cee Pe M i romple. Cannot attack until it has been assigned to block. 5/5. 3 Feryson Brigade may block up to two creatures each combat. 2/4. 
@®: Prevent all damage to you from a creature with shadow. _ Gite Jovelincer SC ( ee Qe M = Formation NS R e@ gpa 

Gide of Protection: White EN  C eee dive LURATHIASHLIM : Jovelineer blocks, it deals 1 damage to target attacking creature. 2/2. Give target creature banding until end of turn. Cantrip. 
®: Prevent all damage to you from one white source. > Evish Healer SC. C eco Bae IA + Fortitied Area NC 9@ Gee 1G 

vic Guiidmage C (oo #€ MG: ®: Prevent 1 damoge to any torget or 2 damage to o green creature. 1/2. Give all your walls +1/+0 ond bonding. 
®  &: Towget creatures gets +0/+1 until end of turn. @, @: Put target ¢  Empyriel Annar C ( evoe Paewe WL : Freewind died SCC ee | ae VS 
creature you control on top of owner's library. 1/1. H reature gets +X/+X, where X is the number of cords in your hand. : Flying, protection from red. 1/1. 

Ceanse SOR R eee Qk G : Enchanted Bein a t** 6 : Fylgja fC ( ee * Ik 
Destroy all black creatures in play. : Takes no combat damage from enchanted creatures. 2/2. t Put four counters on Fylgja. @: Remove a counter to prevent 1 damage to 

Cleansing SOR Ree eRe K = Enduring Renewal NR see @ise ae IA: the creature Fylgja enchants. @a: Put o counter on Fylgja. 

All fonds are destroyed. Anyone nly pay 1 life per land they wish to save. § Play with your hand face up. If you a drow a creature, discard it. Whena  :  Gallaniry INS ooo EK M 

Clergy en-Vec SC ooo =e iM: creature goes to your graveyard from play, return it to your hand. : Target blocking creature gets +4/+4 until end of turn. Draw a cord, 

“B: Prevent | damage to a creature or player. 1/1. : Energy Storm NR e000 axe IA = General Jarkeld SL co 68s 
Clerg ofthe Holy Nimbus SC ( ee oa G : U: ts. Damage done by instants, interrupts, and sorceries is reduced to 0. @- Exchange two blockers without creating an illegal block. 1/2. 
killed, Clergy Tegenerates unless opponent pays“. 1/1. : Flying creatures do not untap during their controller's untap. : Gerrard's Battle Cry ooo 

Cloudchaser Eagle SC (eee Ge Mo: —— Tutor i ecco MG: 2%: All creature you control get +1/+1 until end of tum. 

Flying. When Cloudchaser Eagle comes into play, destroy torget | rch your librory for on artifact or enchantment card ond revee! that card =: Gerrard's Wisdom SOR ooo KX WL 


enchantment. 2/2. t to all players. Put the revealed card back on top of your library. ; For each card in your hand, goin 2 life. 
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Nome Kind CR Rating Artist Cost Sets Found +» Nome Kind CR Roting Arist Cost Sets Found Name Kind (CR Roting Arist Cost Sets Found 
Desctain Description Description 
Kjeldoran Pride fC eo 86 Al 
Glyph of Life LG Island Sanctuary R coe xe Rath, Sth Creature gets +1/+2. @ @): Switch Kjeldoran Pride from ‘cabin it 


Goin life coon to the de fie to inet wal ph on ottacker. 

Gossamer Choins KH S 
Retum Gossamer Chains to owner's shi Target unblocked creature deals 
no combat damage this tum. 

Great Defender INS Yew x 1G 
Give target +0/+X until i of turn, where X is the creature’s cost. 

Great Wall Ye Qe 
Creatures with plainswalk ry be blocked. 

Greater Realm of Preservation EN eee hae 16,5th 
@ %: Prevent all damage to you from a red or black source. 

Green Scarab fc Ue * IA 
Torget creature gets +2/+2 as long as any other player has ony green 
car let creature connot be blocked by green creatures. 


Green Ward Fey Ul we * LUR4 
Target creature gains protection from green. 
Guardian Angel INS C@ we U 
Prevent X damage dealt to o target. Psst: put this card next to Paralyze. 
Guided Sirke INS ( e290 | ae 
Target creature gets +1 ee and first strike until end of turn. Drow a card. 
Hallowed Ground Y coo xe IA 
ee: Retumn a Crea ea land you control to its owner's hand. 
Hand of Justice SCR cco GK 


C E 
®: Top three white creatures you control to destroy target creature. 2/6. 
R coo Bx M 


Hanna's Custody 
Artifacts cannot be the target of a or abilities, 

Hozdehr ie Abbot SL oo | Se L 
Ok ESorwdidide lt teeptdhiormrepronle 
Heal INS eo = 1A, St 

Prevent | damoge to any ret Contrip. 
Healing Salve INS ( eee LUR4inMG, Se 
Gain 3 life, or prevent up to 3 damage. 
Heaven's Gale INS eo | 
Ch ot the color of one or more creatures to white until end of tum. 
Heavy Ballisia SC ( seo Se W 
©: Ballista deals 2 damage to target atacking or blocking creature. 2/3. 
Heroism N Bx E 


Sacrifice a white creature to prevent red ands from dealing damage in combat 

this tum. Attacker may pay :2@# so an attacker na deal domage normally, 
Hero's Resolve C  ( eee hae 

Enchanted creature gets +1 /+5. 
Hidden Retreat NR eeee ae 

Choose a card in your hand and put it on top of your library: Prevent all 
lamage from an instant or sorcery. 
Hipparion sc oo §6=6 IA.Sth 
Cannot block creatures wi pate 3 or greats es you pay @. ‘ Ys 


Holy Armor LUR,4th 
larget creature gains a *: af. 

Holy Day NSC * 6 
reatures attack and block as normal bt deal no damage. 

Holy Light NS C eee Bx DK 
ive ol non-white creatures -1 /-1 until end of turn. 

Holy Strength fC ee &® LU,R, 4th, Sth 

arget spate goins +1/+2. 

Honar| ord SC ( ee SH 
2%: Honor Guard gets +0/+1 until end of tum. 1/1. 

Honorable Passage NS U eeee xe VS 


event all damage to you or target creature from any one source. If that 
source is red, Honorable Passage deals to the source's controller an omount 
of damage equal fo the amount of damage prevented. 

Hope Charm NS Ceo 8 % VS 
Choose one—Torget creature gains first strike until end of tum; or target 
layer gains 2 life; or destroy torget local nd jontment. 


Humili Qe TM 
Each creature loses all abilities and is a 1 ‘Vil creature. 

cation Infantry SC Ce 6 FE 
®: Bonding. : First strike. 1/1, 

catign Javelineers SCC eee 


* F 
ut o Javelin counter on Jovelineers when cost. <: Remove the counter to 
deal | damage to, any target. 1/1. 


kation Lieutenant SC Re) FE 
® 2: Give target Soldier +1/+0 unt end of tun. 1/2. 
cation Moneychanger sc ee *& FE 


ose 3 life when casting and put three counters on oe La changer. 
ring your upkeep, sierra n Moneychanger. Sacrifice Dc 
d sine during your up! eae gain | life fr ot counter on it. 0/; 
tatien Phal Mi C Ue Be 
Bands. 2 
leation mal sc OU ee ae 
be 3: Moke target creature + a until an of tum. 1/1. 
kafian Scout SC 
®, @: Give target creature first strike. .M/!. 
ication Skirmishers C Ree sae 
Banding, first strike. All creatures that band with Seams gain first site 
until end of tun. 1/1 


FE,Sth 


icatian Town R eco = FE,Sth 
Put four Citizen tokens, which ore 1/1 white creatures, in play. 
{llumination INT coo KK NG 


Counter lrg rtifact or enchantment spell. That spell’s caster gains an 
amount of life equal to the spell’s casting cost. 

Indestructible Aura S Coe #% 1G 
Reduce to 0 al domage dealt to tps a creature until end of tum. 

Infantry Yeteron Sc * 
©: Target attacking creature gets i al until end of tum. 1/1. 

Infinite Auttority ig * 
After combat, destroy all creatures te xg 3 or less blocking or 
blocked by enchanted creature. Put a +1 /+1 counter on target for each 
creature destroyed. 

Inheritance Uc3o #* 
: Drow o card. Use this only when a creature is put into the graveyard 
from play, and only once Es each creature put into the graveyard. 


Inner Sanctum Re ae WL 
CU: 2 life. All damage dealt to creatures you control is reduced to 0. 

Invulnerability NS UU eee Brae ™ 
Buyback @*. Prevent all domage to you from one source. 

tron Tusk ae SC Ue ae NG 
Tromple. 3/3 


EN 

IF you decline one card during your draw phase, only flying or donvelien 
creatures may attack you until your next turn. 
lvory Charm INS Cee MG 
Choose one—all creature get -2/-0 until end of tum; or prevent 1 damage 
to ony creature or player; x A ai creature. 
Waly foray eooo Al 
lying. If Gargoyle is put sit ve ie from play, put it into play under 

owner's contiol at end of turn and ski your next draw phase. 3: 
Remove sro from the game. 2/2. 


bey Guardians SC eX 6,CH,5th 

nee from red. All Guardians are +1 n/a if opponent controls ony red 
cards 

toes ene INS R eee = Gidea NG 

eye fer combot. Gain control of target non-artifact creature that 

re you this turn ond 4 0-0/-1 counter on it. 

Jomuraun Lion C (ee Be VS 
%, &: Torget creature cannot block this tum. 3/1. 

Jihod EN R e0e 2 ae AN 


+2/+1 to white creatures while chosen color of opponent's is in play. 
card Jihad if no cards of that color are in play. 
Juniper Order Advocate = SCs eee Al 
f Advocate is untapped, all ours geen creates gt +1/41.1/2. 

Justice Dee 1A,5th 
You must pay 29 during . When a red spell or creature deals 

damage, Justice deals the same damage to the effect’s controller. 
Korma EN U eeeo exe. LURAHSh 
uring each player's upkeep, he ngs 1 damage for each swamp he ‘controls. 
Reap of the Faith SC eo ae (6, CH 


1: Prevent all damage eta you! 
from one red source, Ifa source 
deals damvage to you more than 
‘once in 4 turn, you may pay 7 
each Lime to prevent the damage, 


Kelsinko Ranger Ce * A 
4%: One green oe ais first she until end of tum. 1/1. 
King Suleiman co he 
@: Destroy target Djinn or Efreet. i Ng is 
me , EN | ae as IG, Di 
of target opponent's creatures, lands ond artifacts enter play tappec 
Kithkin Armor EC * Ww 
Enchonted creature cannot be blocked Ore creatures with power 3 or greater. 
Sacrifice Armor: Prevent all damage to ee ag from one source. 
Kjeldoran Elite Guard SC UY eee IA 
®: Give torget creature +2/+2. Bury Kjeldoran the Guord if thot creature 
leaves Ne is tum. ve 


Kjeldoran ( eco BRK Al 
Banding, 2/3. 
Kieldoran Guard SCC ee 3 IA 


i Give target creature +1 /+1 until end of turn. cf that creature leaves 
tea! vont Guard. Use only when attack or defense is announced, 
i only if defendit pai controls no snow-covered lands. 1/1. 
Kjeldoran Home Guar ee od \ 
At the end of ony combat in i Homie Guard attacked or blocked, put 0 
hi 1 counter on Home Guard and put o Deserter token into play. Treat this 
G 


token as. 0.0/1 white creature, 1/6, 
Kjeldoran Knight SC R eee exe IA 
Bonding, oe +1/40. 3%: we "V/. 
Kjeldoran halon sc a4 iy 
isst strike, banding. 2/5. 


enchants to another creature, The new target must be legal. 
Kjeldoran Royal Guord == SC RR eee Ba 1A,5th 
®: Redirect all damage done to you by unblocked creatures this turn to 
Kjeldoron Royal Guord ad 2/5. 


i pene! co BK 1A,5th 
lying, bonding, first strike. a 

ba Skyknig hi ( eco Bx A 
lying, banding, first ike ] in 

Kieldoron Worrior sc Ce %& IA 
janding. 1/1. 

Knight of Dawn sc coo He ™ 


inst strike, Knight of Dawn gains protection from the color of your choice 
until end of tun. 2/2. 
Knight of Valor SC eco VS 

lanking, a: Each creature without flankin forking Knight of Valor 
ets -1/-] until end of turn. Use this ability a ae each tum. 2/2. 


Knights of thorn SCR eo OK 
rotection from red, banding. 2/2. 

Lance C. eo * LUR 
Target creature gains first strike. 

Lancers en-Kor SC coo GH SH 
romple. @: Redirect 1 domage from Lancers to o creature you control, 3/3. 

® Lond Tox NR eeewe & 


opponent controls more lands than you during your upkeep, you may fake 
up to three basic lands from your library into your hand. 


Leeches a SoR R ; ‘ * eH HL 
orget player loses all poison counters ond takes 1 damage per counter. 

lifeblood NR eee Bide ae 
Gain 1 life whenever target opponent taps a mountain. 

Light of Day N cooe TM 
lack ceshies cannot attack or block. 

Lightning Blow NS Ree dae A 


Give torget creature first strike until end of turn. Contrip. 

Longbow Archer SC ooo HK 

inst strike. Longbow Archer can block creatures with flying. 2/2. 

Lost Order of Jarke SC Ree Bee IA 
* equals t the number of creatures contol by tiget opponent. 14/14". 

Mangara’s Blessing iS a NG 
ain 5 life. If spell or effect by an o re you to discard Man- 
goro's Blessing, goin 2 fife and return Blessing to Bee hand at end of tum. 

Mangara’s Equity N * MG 
hoase black or red. During your u ko, you Pe poy ae. For each 

bly c creature of the chosen color deals to you or a white creature you 

control, Mangora’s Equity deals 1 damage to that creature. 

Marble Titan SC Ree Se 
Creatures with power 3 or greater do not untap during their controllers’ 
untop phases. 3/3. 


Martyrdom NS Cee hae Al 
‘edirect to target creature you control any amount of damage until end of turn. 
Mariyr’s Gy SOR R e@ *% K 


‘emove all white creatures from the pores Each player must draw a card for 
each white creature her or she controlled. 


Martyrs of Korlis SC ooo BRK AQ 
lomage done to you by artifacts is instead done to Martyrs of Koris unless 
Martyrs of Korlis is tapped. 1/6. 
Master ey) SCC see bak M 
ap acai ] ji 
Mosier ‘of Arms coo DK wl 
First strike. 3%: Top ual creature blocking Master of Arms. 2/2. 
Melesse Spirit SC coo BRK 
lying. Protection from -_ 3/3. 
— af e ‘ a 4 2915 IA 
layer may pay < fo need escenaries from dealing damage. 3/3. 
Mesa Fal SoC ee ab L,Sth 
lying. Bae: +0/+1 until end of tun. 1/7. 
Mesa Pegasus en G LUR,4th Sth 
fying, banding. 1/1. 
Mirade Worker S Ce * Dk 
®: Destroy target enchantment on one of your creatures. 1/1. 
iiraculous Recovery INS ooo be VS 


Ut forget creature card from your graveyard into pay ond puta +1/+1 
counter on that creature. Treat the creature as yc it were just played. 
Mistmoon Griffin SC eso Ge WL 
lying. If Mistmoon Griffin is put into ony graveyard from play, remove 
Mistmoon Griffin from the game, then put the top creature cord from your 
graveyard into play. 2/2. 


Most EN R cove Qe LG 
lonlying creatures connot attack. 

Moorish Covelry SC ( eee Bae AN 
romple. 3/3, 

Morale INS ( ee  qbaeae DK, 4th 
Give oll attacking creatures +1 /+1 until end of tum. 

Mounted Archers SCC eee Be 


TI 
Mounted Archers con block creatures with flying. 4: Mounted Archers can 
lock an additional creature this turn. 2/3. 
Mfendo Griffin Y coe Se MG 
ing. %, @: Return Mtenda Griffin to owner’s hand and return fae 
Griffin in your graveyard to your nat Use only aueg your upkeep. 2/' o 
HMtendo Herder x 


lonking. 1/1. 

Noble Elephant SCC cee Se MG 
Banding, trample. 2/2 

Noble Steeds Cee ak Al 
“®%: Towget creature gains first strike until end of turn. 

Nomads en-Kor SC C eee = % SH 


©: Redirect 1 damage from Nomads enKor toa creature you control. 1/1. 
Northern Paladin SC RR eee =e LUR4th 
% %, S: Destroy a black card in play. 3/3. 
Null Ghomber EWR eee 
You and target opponent each name any card except o basic fond. Those 
cords cannot be played. 
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WHITE/SLAN ODS 


Name Kind (CR Rating Cost Sets Found 


Description 
Oracle onVec SC 


&: le seb chooses any number of creatures he or she controls. 
During that player's next turn, those creatures attack if able, and no other 


that did not attock. Use this ability only during your turn. 1/1. 
Order of Leitbur Camel 
Protection from black, 9%: +1/+0. ae: Fist strike. 2/1. 


Order of the Sacred Torch SC = R eeee aia xe IA,5th i 
©: Pay | life to counter a black spell. 2/2. : 
Order of the White Shield SC UU eeoe 9 se a ASth 


rotection from black. ate: +1/+0. a: First Strike. 2/1. 
Orim, Somite Healer SLR eee 
Orim, Somite Healer counts as a Cletic. <: Prevent up to 3 damage to any 
creature or player. 1/3. 

Orim’s Prayer ee 
f any creature attacks you, goin 1 life for each attacking creature. 
Osa Yistures Sl Ue pe 164th 
lying. After a tun in which a creature died, add a counter to Vultures. 
Remove two counters to make Vultures +1/+1 until end of tum. 1/1. 


turn. All creatures you control get +0/+1. 

ence Talks SOR Y coo gee 
using this turn and the next one, players cannot declare an attack and 
cannot play spells or on thot target ony permonent or player. 


uring upkeep, pay 2% or bury Keeper. Creatures cannot attack. 1/7. 
ear! Dragon R eco ake M 
fying. #: +0/+1. 4/4. 

SEP C6 ae 


earled Unicorn AR 4th, St 


®, Choose and discard o card: Put a Pegasus token into play. Treat this 
joken as a 1/1 white creature with flying, 
ersonal Incarnation SCR eee 
Owner may redirect any amount of damage done to Incarnation to himself 
instead. tf Incarnation dies, its owner loses half his life (round up). 6/6. 
ira Sphinx S! R oo BR 1G, C 
©: Torget player names a card and then tums over the top card in his 
library. If the guess matches the card, the player draws the card; otherwise 
it goes to the graveyard. 3/4. 


Piety INS Co xe AN,Atl 
+0/+3 to all defending creatures until end of tum. 

ikemen SCC eee ae DK,4th, St 

‘onding, first strike, 1/1. 

Preacher R eco Gee D 
®: Gain control of on opponent's creature of his choice. If Preacher untops 
of leaves iy. you lose control of the creature. 1/1. 

resence of ihe master = EN YU ee =e l 
Counter all enchantments as they are being cast. 

rismatic Grde NC oo hake 
CU: &. Choose a color. “&: Prevent oll damage to you from a source of the 


chosen color. 
rismatic Ward FCC ee Be 1A,5) 
Choose 0 color when Prismatic Ward comes into play. All damage dealt to 
target creature by sources of that color is reduced to 0. 
Prophecy SOR ( o@ 
Reveal the top card of opponent's library to all players. If itis a land, gain 
life. That opponent then shuffles ‘ library. Contrip. 
° 


Purelace IN * LUR,4i 
eke the color of one card being played or in play to white. 
Pursuit of Knowledge EN R eeee Be SH 


Skip drawing a card: Put a study counter on Pursuit. Remove three study 
counters from Pursuit, Sacrifice Pursuit: Draw seven cards. 
Quickening Lid SC 
3, : Lic loses this ability and becomes a creature enchantment that 
reads “Enchanted creature gains first strike” instead of a creature. Move 
Quickening Licid onto target creature. You pay a to end this effect. 1/1. 
INS C ee ae | 


aily 
ty blocking creatures gain +1 V4 +] until end of tum. 
INS Re i 


Rapid Fire oe 
Give pee irst strike and rampage: 2. Play before defense is chosen. 
Rashide Scatebene SLR eee 


Bw MG 

&: Bury target eet | or blocking Dragon. Goin an amount of life equal 
to that Dragon’s power. 3/4 

Rashka the Slayer eo BK HL 
Con block creatures with flying. if Rashka the Slayer blocks o black creature, 
it gains +1/+2 unitl the end of turn, 3/3. 

Red Scarab C ee tA 
Torget creature gets +2/+2 as long as any other player has eny red cards. 


Target creature cannot be blocked by red creatures. 
Red Ward C o | 6* LUR 4th 
Torget creature gains protection from red. H 
Reinforcements NS (eee 


Put up fo three target creature cards from your graveyard on top of your 
_ library in ony order. 
Relic Word Ce 


turn. Enchanted artitact cannot be the target of spells or effects. 


Remedy NS C900 hak ys : 


Prevent up to 5 damage to any numbers of creatures and/or players. 
Remove Enchantments NS Coo 
Return all enchentments you control to your hand and destroy all 
enchontments played on permanents you control. If cast during opponent's 
attack, destroy opponent's enchantments on attackers. 


138 INQUEST 39 


creatures con attack. At the end ofthat tum, destroy each of those creatures; Reverse Damage Nog Races 


ce0e ai FE: 


PR TM : 


ax TH 


acitism ( eoce axe NGM : 
nchanted creature cannot attack or bloc 
Parape? 


ae VS 
You may choose to play Porapet os an instant; if you do, bury it atend of — 


Peacekeeper Reco Be WL i 


: Sacred Guide ™ : 
ae, Sacrifice Sacred Guide: Reveal cards from your library until you reveal: 
: Soltari Crusader ( Y eee 


eyusus Refuge IN Re Bx TH : 


i Sacred Mesa 
oo §6=— TM: 


IA : Somite Alchemist SCC Be 


\G : 


2 Scars of the Veteran NS e000 


A é WS 
You may choose to play Relic Ward as an instant; if you do, bury it ot end of = 


i Serene Offering S 


Nome Kind CR Rating Cost Sets Found Nome Kind CR Rating Cost Sets Foun 
Description Description 

: Repentance SOR coo OK ™H : Serenity EN R eee =e WI 
3 Torget creature deals to itself cent: equal to its power. : During your upkeep, bury all arfifacts and enchantments. 
= Repentont Blacksmith s ooo Ge AN,CH 5th = Serra Ang SC eeeoe Bk LUR Al 
: Protection from red. 1/2. : Flying. Does not tap to attack. 4/4. 
+ Reprisal Yo eece gex% Al = Serra Aviary EWR eee he H 
: Bury target creature with power 4 or greater. : All creatures with flying get +1/+1. 
: iene ighter IS = Serra Bestiary FC ec ee HL5H 


oo * 
€: Torget creature deals no combat domage this tun. 1/1. 


2 Resurrection SOR ooo RK LUR 


Toke a creature from your eo and put it directly into ploy. 
pet 


H Retribution of the Meek SOR a* 


Bury all creatures with power 4 or greater. 


R eo De TM Revered Unicorn SC eco WE Ss 


CU: «. If Revered Unicorn leaves play, its controller gains life equal to 
Revered Unicorn’s last paid cumulative upkeep. 2/3. 


PRE LURteAn : Attacking does not cause creatures you control to top. 

: All domage from any one source is instead added to your life total. 5 Shadowbane NS eooo oe G 
: Reverse Polarity NS ( ee HK WR: Prevent oll roe to you of a creature you control from any one source. I 

All damage you have token from oll ortifacts this tuin is retroactively added = the source is black, gain 1 life for each 1 damage prevented. 

to your life total instead. i © Shobrazed SOR R © eae 
: Righteous Aura N  ( eee pe WS i Players must suspend game in progress end Lal a sub-game with their 
; *, S 2 life: Prevent all damage to you from any one source. : current libraries. The loser loses half of his life leg (round up loss). Cords 
2 Righteous Avengers SC Use x G : removed from the subgame still go back into the main game. 
: Plainswalk. 3/1. : Shaman en-Kor SC Ree ae SH 
: Righteousness NS Reo 8 x% LUR,4tn, Sth = 4: Redirect 1 damage from Shaman erKor to 0 creature you control. 
3 Target defending creature gets +7 /+7 until end of tum. : «9: Redirect to Shaman enKor all damage dealt to any one creature 
i Ritual of Steel C Com Be, NG : rom any one source. 1/2. 
: _ _ Enchanted creature gets +0/4+2. Contrip. : Shield Bearer SG AC ae ©* 1A,St 
H Rally Stones Reo Be SH : pace: 0/3. 
3 alls can attack as though they were not Walls. 2 Shield Wai INS U ee hae 16,CH,5 
: Royal Decree Reo Bee Ag Give oll your creatures +0/+2 until end of turn. 
: CU: 4. Whenever a swamp, mountain, black permanent, or red permanent : Sidar Jabari SLR eee ike 
: becomes tapped, its controller takes 1 damage. : inking If Sidar attacks, top 0 creature defender controls. 2/2. 
$ Royal Herbalist ( eo % Al! Skyshroud Falcon SCC eee x 
: ®: Remove top card of your library from gome to gain 1 fife. 1/1. : lying. Attacking does not cause gates Falcon to top. 1/1. 
= Sacred Seon NS i ooo = lA,Sth = Smite INS coo 
: Prevent up to 3 damage dealt to target creature. At end of turn put a : estroy target blocked creature. 


+0/+1 counter on that creature for each damage prevented. 


i Socred Ground NR eee rae SH 


Whenever on effect controlled by any 1 al puts a land into your 
graveyard from play, put t nt land into play. 


R ee 


a white card. Put that card into your hand. Remove all other revealed cards 
from the game. 1/1. 


: SG oe en = 
y Target opponent chooses any number 
of creatures he or she controls, During 
that player's next turn, those creatures 
attack if able, and no other creatures 
tan attack. At the end of that turn, 
destroy cach of those creatures that did 
not attack. Use this ability only during 
your turn. 


NR cece ax MG 
During your upkeep sacrifice 0 Pegasus or bury Sacred Meso. @ a: Put a 
Pegasus token into olay. Treat this token os a 1/1 white flying creature. ‘ 


i Safeguard N  R eee Brae ae 


2%: Target creature deals no combat damage this tum. 


a %, @: Prevent 4 damage fo a creature you control. Tap the creature. 
That creature does not si sity your next untop phase. 0/2. 
oe * 


2 Samite Blessing SH 

: Creature goins “@*: Prevent all damage to ony creature from any one source.” 

i Samite Healer SCC eee xe UR, 4th, 5 

5 ®: Prevent 1 damage to ay target. 1/1. : 
— lions s R eco x LUR 4th 

: Seapegest NS ee 


* 
Sacrifice 0 creature: Return ony number of target creatures you control to 
owner’s hand. 


4 A 
You may remove o white card in your hand from the game instead of payin 
the casting cost. Prevent up to 7 damage to target creature or player an 
put A counter on creature for-each damage prevented. 


: Seasoned Tatlicidn Sc eo Ox Al i 


®: Remove the top four cards of your library from the game to prevent all 
domage to you from one source. 1/3 


Seeker C (ee Bae (G,4th 
Target creature may only be blocked by white or artifact creatures. : 

ca SCR ee Ge IA.Sth 

: lying. If a creature dies during o turn in which Seraph damaged it, put itinto : 


play under your control. Bury it it Seraph leaves play or your control. 4/4. 
coo Pk T 


Destroy torget enchantment, Goin life equal to its total casting cost. 


2 Serre Inquisttors 


Serra Poladin 


i Serca’s Blessing N oso Wi 


: Snow Hound 


i Solas 


Mi 


Pay 33% during your upkeep or bury Bestiary, Target creature cannot 
block, attack or use any abilities that have <@ in ifs activation cost. 

sc Ce i 
If blocking or blocked by black creatures, Inquisitors get +2/+0. 3/3. 

SC (eco Bee HLS 
&: Prevent | damage to any creature or player. “bak ae, @: Attacking 
does not cause torget creature to tap this turn. 2/2. 


Yeo axe 

&®, ©: Retuin Snow Hound and target blue or green creature you control 
to their owners’ hand. 1/1. 

campion SC R eee Qe 

Shadow. If Soltari Champion attacks, oll other creatures you control get 
+1/+1 until end of tum. 2/2. 


Qe 
Shadow. «fa: Soltori Crusader gets +1/+0 until end of tun. 2/1. 


Buyback @ (You may pay an additional 
then vou play tis spell If vou do, pact 

tr into your hand bisteud of your graveyard 

was pare of the speil’s effect) 

“Farge: crearare cannot attack this vorn. 


Soltari Emissary SC R eee ae TM 
; 3%: Soltari Emissary gains shadow until end of turn. 2/1. 
: Soltari Foot Soldier SC Ce * TM 
: __ Shodow. 1/1. 
i Soltari Lancer SCC. e0e) ae ™ 
; hadow. First strike when eat 2/2. 
2 Soltari Monk SC eco EK TM 
: rotection from black; shadow. 2/1. 
: Soltari Priest SC YU eco sexe ™ 
: rotection from red; shadow. 2/1. 
t Solfari Trooper SC Ce Oe TM 
Shadow. If Soltari Trooper attacks, it gets +1/+1 until end of tun. 1/1. 
Soraya the Falconer SLR ee | hake ae 
> AllFolcons get +1/+1. «tia: ls Falcon gains banding. 2/2. 
> Soul Echo EN coo SKK MG 
: Put X counters on Soul Echo. At beginning of your upkeep if there are no 
counters on Soul Echo bury it. Otherwise, target opponent may choose that 
for each 1 damage dealt to you until your next upkeep, you instead remove 
: 1 counter. You do not lose the game as a result of having less than 1 life. 
: Soul Shepherd SC Cee xe Wl 
H a, Remove a creature in your graveyard from the game: Goin 1 life. 2/1. 
Southern Paladin SC Ree = Qaexe WL 
3 % %, S: Destroy torget red permanent. 3/3. 
5 Spectral Guardian SCR eve ae MG 


As long as Spectral Guardian is untapped, non-creature artifacts cannot be 
the target of spells or effects, 2/3. 


Spirit en-Kor SCC cece Be SH 
Fi ng. @: Redirect 1 mys from Spirit to 0 creature you control. 2/2. 
: Spirit Lint E | cece x% 4th, 


Goin 1 life for every point of damage done by torget creature. 


Nome Kind CR Rating Cost Sets Found © Nome Kind CR Rating Cost Sets Found Nome Kind CR Rating Sets Fount 
Description 5 scription Description 

Spirit Mirror IN Rese Gee TM Winds of Rath SOR R eee Ga ™ Brushland IAN R ecco 1%) 
uring your upkeep, if there are no Reflection tokens in play, put a Destroy all creatures with no enchantments on them. Those creatures cannot @: Add 1 colorless mona to your pool. @: Add # to your mana pool an 
Reflection token into play. Treat this token as 0 2/2 white creature. 0: regenerated this turn. toke 1 damage. <@: Add 9 to your mona poo! and take 1 damage. 
jestroy target Reflection. Witch Hunter Ne ooo = DK,CH = Caldera Lake LAN R eee 

Spiritual Sanctuary N Reco = Qiakxe 1G @: Do 1 damage to torget player. de ae-4%, @: Return target creature Comes into play tapped. @: Add one colorless mana to your mana pool. 
Any player controlling plains oe life during his upkeep. opponent controls to owner’s hand. 1/1. ©: Add @ of @ to your mona pool. Caldera Lake deals 1 damage to you. 

Squire SG; 3 © we DK Worthy Cause INS * IM Castle Sse LAN Ree 
Vis uyback ®. Sacrifice a cteature: Gain life equal to the creature’s toughness. @: Add 1 colorless mona to your pool. es, @: Add 4 to your pool. 

Staunch Defenders SC coo BRK TM Wrath of God INS R eeece 2x LUR 4th Sth ®, @: Add @ to your pool. @, @: Add @ to your pool. 

When Staunch Defenders comes into play, gain 4 life. 3/4. Jury all creatures in play. Cothedral of Serra LAN ° G 

Sun Clasp C Co Ge VS Yore INS Ree ae MG All your white legends may band with other legends. 

Enchanted creature gets + le 3 Return creature to owner’s hand. arget creature defending paver controls ges +3/+0 until end of tum. That —-Ginder Marsh LAN ooo 

Sunweb C Ree Ge MG creature may block up to three creatures this tum. &: Add one colorless mana to your mana pool. @: Add 4 or @ to your 
lying. Connot block creatures with power 2 of less, 5/6. Youthful Knight SC Ce ee SH mana pool. Cinder Marsh does not untap during your next untap phase. 

Sustaining Spirit SC Ree axe A inst strike. 2/1. City of Brass LAN eo0ce CH, 

: ae. Any damage that would reduce your life total to less than 1 Zholfirin Commander SC cove Qe NG &: Add 1 mana of any color. Toke 1 damage whenever City is tapped. 
instead reduces it to 1. 0/3. lonking. «a a: Target Knight gets +1/+1 until end of turn. 2/2. City of Shadows LAN R ee 
Swords to Plowshares NS coco LUR 4th IA -Zhaifiria Cruseder SCR eee ak ak VS @: Remove one of your creatures from the game and put a counter on City 
Remove torget creature from game. Creature’s controller gains life points Tanking. “B:¥%: Redirect 1 damage from Zhalfirin Crusader to target of Shadows. @: Add X colorless mano to your mana pool, with X equaling 
equal to the creature's power. creature or player. 2/2. the number of counters on City of Shadows, 
Sworn Defender SCR eco Bake Al Ehaifizin Knight ( coco Be NG Coral Atoll LA oe VS 
@: Change power fo the toughness of target creature blocking or being lonking. 2%: First strike until end of tum. 2/2. Comes into play tapped. When Atoll comes into play, return cn untapped island 
Nocked by Sworn Defender, minus 1, untilend of turn. Change toughness to Zuber, Golden Feather SL «RR eee aha MG you control to your hand or bury Atoll, @: Add {4 to your mana pool. 
one plus the power of that creature, until end of turn. 1/3. Flying. Counts as o Griffin. All other Griffins get +1 /+1. 3/3. Crystal Vein LA oo MG 
i alon Sliver SC C ee ae TM ©: Add @ to your mana pool. , Sacrifice: Add 2 to your mana pool, 
‘ All Stivers goin first strike. uae Desert NC ese AN 
! Tariff OR Reece gx W : Add && to your mana pool. ¢: Do 1 damage to any attacking creature 

ach player chooses a creature with the highest casting cost he controls, and ny (hth after it deals damage. 

ays mana equal to that creature's casting cost of buries the creature. eh fo your mano pool. @: Add #@* to your mano pool and toke | Diamond Valley LAN R ee AN 

oferi’s Honor Guard SC soe OF \S Ads 3 1 our mona pool and take 1 damage. ©: Sacrifice a creature to goin life equal to its toughness. 
Hi pi ig 

lonking. «@ @): Phase out. 2/2. :  Guildhouse N Ue Dormant Yolcano LAN ee VS 

Temper INS coo §6=SEH sl green legends may bond with other legends. Comes into play tapped. When Dormant Volcano comes into play, return an 
revent up ink ocniie to target creature, For each | damage prevented in -Havva Township LAN Ree L untapped mountain you control fo owner’s hand or bury Dormant Volcano. 

is Way, pial /+) counter-on that creature, = Add 1 colorless mana to your pool. , @: Add # to your pool. 2, ©: Add @ to your mona pool 

eremko Griffin SC C coe xe NG &: Add 2 to your pool. 2, <: Add @ to your pool. Dwarven Hold LA oo FE,Sth 
Banding, flying. 2/2. Ancient Tomb A i) M Comes into play tapped. You may leave Hold tapped fo put a counter on it 

Thunder Spirit SCR epee ake LG ®: Add two colorless mana to your pool, Tomb deals 2 damage to you. ©: Remove any number of counters, adding @ for Me one. 

Flying, first stike. 2/2. Arena LAN R eee R Dwarven Ruins LA evo FE,Sth 
ithe \ Re x VS oi ®- You and opponent choose o creature, Both creatures are tapped Comes into play topped. ¢: Add @ to your mana pool. &, Sacrifice 
Search your library for 0 ploins card. If iu control fewer lands than target and deol their power in damage to one another. Dwarven Ruins: Add @24 to your mona pool, 
opponent, you may search your library for an additional plains card. Reveal Aysen Abbey ‘al ANU oe L Ebon Stronghold lA 00 FESth 
ose cards to al players aud Bt em into your hand. > A ae ess eat * 10 Ne poo Comes into play topped. ¢: Add 4 to your mano pool. &, Sacrifice Ebon 
Tomes Grsle ¥ 50 «Oe OK gg wae @ to your cithg Aft > oyyour poet LUR Stronghold: Add 4% to your mana pool. 
ins are cestroyed. 3 ‘ : a Elephant Graveyard LIN R eee AN 
rede Caravan SC, C's HL ©: Add @ or to your mona poo. Counts os « mountain ond o swamp. Pe: Add er your mana pool. >: Regenerate on Elephant or Mammoth. 
uring your upkeep, put a counter on Trade Coravan, ‘:: Remove two Everglades LAr eo Vs 
counters from Trade Caravan to untap a basic lond. Use only during ia \« ‘omes into play topped. When Everglades comes in oy, retum an 
opponent's upkeep. 1/1. - unfopped swamp you contro! to owner's hand or bury Everglades. «>: Add 
race NS Ree Qa HL Sth i = | @ to your mono pool. 
cach et “eh drow up us tye cards. For each card less than two the Flood Plain LAN eo NG 
layer draws, ployer gains 2 Ife. y 1 | Comes into play tapped. @: Sacrifice Flood Plain: Search your library for a 
Tundra Wolves sc OC fe * 16,4th, Sth a J ml J GN . plains o Bond Put that fond into play. ) i 
First sre. 1/1. F Gemstone Mine UN eee WL 

Unlikely Alliance ' ¢ * Al When Gemstone Mine comes into play, put three counters on it. @, 

4 %: Torget non-attacking, non-blocking creature gets +0/+2. Remove a counter from Gemstone Mine: Add one mana of any colot to your 

Unyaro Griffin Ke ee. Re : mana pool If there are no counters on Gemstone Mine, busy i. 
lying. Soctifice Unyoro Griffin: Counter target red spell that assigns damage Ghost Town LAN ee 
0 OU of 0 creature you control. 2/2. @: Add one colorless mana to your mana pool. 4: Retun Ghost Town to 

Yenerable Monk SC Ceo he SH owner's hand. Use this ability only during onother player's tum. 

When Venerable Monk comes into ply goin 2 life. 2/2. Glacial Chasm LAN ce iA 

Veteran Bodyguard eco | SKK LUR CU: 2 life. Sactifice a land when Glacial Chasm comes into play. You may 


Jamage done to you by unblocked creatures is instead done to Bodyguard 
unless Bodyguard is tapped. 2/5. 
Vigilant Martyr sc coo MG 
Sacrifice Martyr: Regenerate target creature. 2% 3%, @, Socrifice Mar- 


not attock, All damage done to you is reduced to 0. 
LAN ee MG 

Comes into play topped. @, Soctfice Grasslands: Search your library for a 

forest or plains. Put that a ae lay. 


r: Counter a target spell that targets an enchantment in play. 1/1. Griffin Canyon R ee \s 
Visions 5 ge ky ee 1G #%: Add one colorless mana to your mona pool. #: Untap target Griffin. 
cook at the top five cards of ony library, then reshuffle it if you want. That Griffin gets +1/+1 until end of tun. 
Volunteer Reserve: sc oo 86 Halls of Mist UN Re Ik 
mpd. : @. 2/4. 4 x CU: @. No creature may attock if it ottacked during its controller's last turn, 
Wall of Caltro C l Hammerheim L ooo 
=: 


&: Add @ to your mono pool. @: Remove landwalking from target 
creature until end of tum, 
Havenwood Battleground LAN eve £5 
Comes into play topped. @: Add # to your mana pool, &, Secifice 
lavenwood Battleground: Add #4% to your mano pool, 


S SC e vx 
If Wall of dare blocks with other walls, it gains banding. 2/1. 
Wall of Essence sc ooo De 

For each | combat domage dealt to Wall of Essence, gain 1 life. 0/4. 
Wall of Light sc oo 86 ea ® 

rotection from black.1/5. 


Wall of Resistance x (- Oe IM Heart of Yavimaya IAN R eee Al 
Flying. At the end of any tusn in which Well of Resistance is dealt damage, When Heart of Yavimaya comes into ply sacrifice a forest or bury Heart. 
ut a +0/+1 counter on it..0/3. : &: Add @ to your mana pool. @: Torget creature gets +1/+1. 
Wall of Swords SC oe Oe LU,R,Ath, 5 Hallow Trees LAN Ree ES 
" thing. he ae ie a into play Monat You may wens opal to peti counter on it. 
Ward of Lights $e: mber of counters, addin ‘or each one. 
You may play Ward of Lights as an instant; if you do, bury it at end of turn. dian ore eae LAN Ree q e Et 
: Enchanted creature gains protection from a color of your choice. Comes into play tapped. You may leave Store pipe! fo put a counter on it. 
Wer Bephant SC ee ae AN, C ®: Remave any number of counters, adding ¥ tor each one, 
% spn, romple, 2/2. ' we tee Hoe : LAN : - : " : Ast 
arnt AN A ‘ou may choose not fo untap Ice Floe. : Tap o non-flying attacking 
" Whenever target opponent _ fully cass 0 7 spell, gain 2 life, ‘ eau a uh a Be as long as Ice Floe is topped. 
Warning ) ‘ . land of Wak-Wo ooee 
v nei os creature ue mere on i tum. ; ei Reduce the power of 7 ying creature to O until end of turn. 
ersior Ange! F + % % jungle Basin ss 
W lying. Fore song Se, Angel deals goin | life. 3/4. Comes into play tapped. When Basin comes into play, return an untopped 
“o Redirect 1 lamage from Warrior enor to be you control, 2/2, Bad River WN Use MG y = oe ite i ped rnd ee re 
Ware’ Unnor NS C08 tae aaa Comes into ploy tapped. @, Sacrifice: Search your library for on island or we Add oe Rein tornet eoend eee 
All creatures you control get +1/] until end of turn swamp, Put thot land into poy. K = eee itt eee eer ae \s 
White Knight SC acces Lug 4th sth Balduvian Trading Post = LAN. R eee A si Airalriapat Went ae Rte ena 
aa from block, fist stike. 2/2 eile When Post comes into play, sacrifice an untapped mountain or bury Post. Handy info p y inp. ; rehateh hk Hl Md id BO us ! 
White Scarab a a i ; @: Add @ to your mo @ " Do 1 damage to target attac a Kaisa een to owner A Q OOO t Bed ies 
Target creature gets +2/+2 as long os any other player has ony white sus Tack ie '&: Add a to your mana pool. @: Add @ to your mana pool ond take 1 
ves ome ce ee eae LUedth tase thet oe IN pat aon sinn nine: AN _ damage. <2: Add 4 fo your mona pool ond take 1 damage. 
: "ite! cteotre gi patection fom white wae ©: Drow two cords; immediately discard three cords from your hand. — iid : AN se Paki Ha Ole esa 
wae ie Ce ee 4) Bottolss Vul es FES hen Outpost pie ae ba, sake aie G sn ne 
a ivng ist strike, 3: +2,/+0 unl end of tun, You cannot spend more Comes into play topped. You may leave Voult isl to put a counter on it. 3 to your mona pool. «H #, &: Puta 1/1 soldier token into play. 
thon 33 in this way doch twit T/1. i : Remove any number of counters, adding % Tor each one. 
Enchantm Nord 
Lon Lond 
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Nome Kind CR Rating Sets Found Nome Kind CR Rating Sets Found 
Description Description 


IC KILLER COMBOS 


» erin 1g : 
» ihe Gathhert : _ | Worthy Cause and 
: : Disturbed Burial: Hey, it’s 
more repeated life-gaining! 


ENE aN 


Name Kind CR Rating 


L With these two buyback spells 
ooo : you can shuffle a creature in 
ae ene ie and out of the graveyard, 


©: Add 1 colorless mana to your pool. “i, @: Add @ to your pool. 2, 

@: Add @ to your pool. , @: Add # to your pool. 
toke of the Dead UN R eee Al: 

When Lake comes into play, sacrifice a swamp or bury Lake. @: Add @ to: 
f Vb pool @: Socrfice a swomp to oda 4444 to your pool, ‘ : 
an 


gaining life equal to its 
toughness every fime it exits 
the game. This is especially 


a HH hoor ffective with a cheap wall 

if iby cas are . Len Se untap. Hine fos from it: Buyback @ (Nou iy ga i ellectve wih 0 cheap wo 

at the end of your upkeep. +: Add @® to your mana pool and put a counter : tofien sou play tts spetl df SO Gd, i 

on Lond Cop. e i * to your mana oe and put Toute if Cop. ig allied npr : ack tee 
Lava Tubes LN Ree Sacrifice a creature: | Return target crea lk : 


If ony counters ore on Lava Tubes, it'does not untap, Remove a counter fram : 
Lova Tubes at end of your upkeep. @: Add 4% to your poo! and ee 0 H 
counter on Tubes, @: Add ‘@ to your pool and put a counter on Tubes. 

@ library of Alexondria LAN RR eeeee AN 
#: Add & to your mana pool. @: Draw a card from your library if you 
have exactly seven cords in hand. 

Lotus Vale LAN R eee WL 
When Lotus Vale comes into play, sacrifice two untapped londs or bury Lotus 


yard yourhand, combo: Fountain of Youth and 
Ancient Tomb, Wait a second... 


Vole. >: Add three mano of any one color to your mana pool. Ruins of Trokair LAN U eee FE,Sth ;  Svyelunite Temple LAN YJ eee FE,Sth 
© Maze of Ith LAN eoeee K Comes into play topped. @: Add 2% to your mana pool. <, Sacrifice Ruins: Comes into Fal feet ©: Add @ to your mana pool. , Sacrifice 

®: Untap forget attacking creature. Creature neither deals nor receives of Trokair: Add 3% a to your mana pool. : _ Swelunite Temple: Add @:® to your mana pool. 

damage as a result of combat. Safe Hoven LIN R e@ K.CH } Tabernacle ot Pendrell Vale R eee 1G 

Maze of Shadows LAN eo M ®, ©: Remove a creature you control from game. During upkeep, sacrifice: AN creatures requite an upkeep cost of in addition to other upkeep costs, 
©: Add one colorless mana to your mana pool. @s: Untap target attacking Safe Haven to return oll creatures it has removed from game to ploy. tea Destroy 0 creature if its upkeep is not poid. 
creature with shadow. Tht creature neither dels nor receives combat dommoge, : Salt lats LAN, R eee TM = Toiga Ut Ri eeese LUR 

Mishra’s Factory LAN eoee a Comes into play tapped. <: Add one colorless mana to your mana pool. = Add 4 or @ to your mana pool. Counts as a forest and 0 mountain. 
: Add 4% to your mano pool or give ony Mishra’s Factory +1//+1 until end @: Add @ or % to your mona pool, Solt Flats deols 1 damage to you. Teferi’s Isle [oa Rise M 
of turn. de: Mishra’s Factory becomes a 2/2 crffact creature, until end of turn Sand Silos IAN Ree FE,Sth : Phasing. Comes into play He ©: Add @@ to your mana pool. 

© Mishra’s Workshop LAN R eeeece AQ Comes into play topped. You may leave Silos topped to pices onit. :  Thalakos Lowlands LAN eee 
©: Add <> to your mana pool which may only be used to cast artifacts. &: Remove any number of counters, adding @ for each one. : #: Add one colorless mana to your mana pool. @: Add @ or a to your 

Mogg Hollows LAN eco Savonnah LAN R eeeee AR mana pool, Does not untap during pe next untap phase. 

@: Add one colorless mana to your mana pool. @: Add 4 or @ to your @: Add 4% or @ to your mana pool. Counts as a plains and o forest. : Thowing Glaciers, LA eoece Al 
mana pool, Mogg Hollows does not untep during your next untap phase. Scobland LAN -R se8 TM {Comes into play topped. «, se: Search your library for a basic lond and put 

Mountain bed had LAN e Comes into play topped. @: Add one colorless mana to your mona pool. — : it into play topped. At the end of your turn, return Glaciers to owner’s hand. 
A your ted nae may band with other legends, ©: Add @ or 2% to your mona poo! Scabland deals 1 damage to you. Timberline Ridge LAN Ree iA 

Mountain Valley LAN oo MG School of the Unseen LAN U ee Al: If ony counters are on it, Ridge doesn’t untap. Remove o counter from Ridge 
Comes into play tapped. <, Sacrifice Mountain Valley: Search your library ©: Add te to your pool. <:, &: Add 1 mana of any color to your pool, : at end of upkeep. @: Add # to poo! and put a counter on Ridge. <: Ad 
for a mountain or ia Put that land into play. Scorched Ruins LIN R eee ; WL: @ to pool and put a counter on Ridge. _ 

Oasis LAN ee AN,Ath When Scorched Ruins comes into play, sacrifice two untapped lands : Totaria Neca ia (6 
: Prevent 1 damage to ony creature. or bury Ruins. >: Add four colorless mono to your mana pool. &: Add ® to your mana pool. : During upkeep, remove banding or 

Pendelhaven lL eco ; G i Serublend LIN R eee5e LUR : bands with other ability from target creature until end of turn. 

@: Add # to your mana pool. @: Make target 1/1 creature +1 /+2 until ®: Add 9 or & to your mana pool. Counts as a plains anda swamp, Tropical Island LAN" R eeeee LUR 
end of turn. : Seoforer’s Quay IAN Ue \6 i : Add # or s® to your mano pool. Counts as a forest ond on island. 
Pine Barrens LAN R eee ME All your blue legends may band with other legends. 2 Tundra LAN R eeece LUR 
Comes into play topped. @: Add one colorless mana to your mana pool, ©: Sheltered Yolley ==» LAN’ Roe A: Add @ or 2 to your mano pool. Counts as on island and o plains. 

©: Add @ or @ to your mano pool. Pine Barrens deals 1 damage to you. : hen Volley comes into play, bury any other Volley you control, During your Underground River LAN R eeee {A,5th 

Plateau LN 2 eeece LUR upkeep, if you control 3 or fewer lands, gain one lite, ¢: Add to your pool. : ©: Add | to.your mana pool. %: Add 4% to your mona pool ond take 1 
@: Add @ or 4 to your mana pool. Counts as. a mountain and a plains. Skyshroud Forest LAN R eee TM = damage. @: Add @ to your mana pool ond take | domage. 

Quicksand LN ee Comes into play tapped. <: Add one colorless mana to your mana pool. ©: Underground Sea LAN R eeece LUR 
@: Add @ to your mana pool. @, Sacrifice Quicksand: Target attacking Add «or # to your mana pool. Forest deals 1 damage to you. : ©: Add or @ to your mona pool. Counts as 0 swamp and an islond. 
creature without flying gets -1 /-2 until end of tun. :  Soldevi Excavations LIN R eee Al i Undiscovered Paradise LN -R eee VS 

Rainbow Vale LN Ree ae When Excavations comes into play, socrifice an untapped island or bury : >: Add one mana of any color fo your mana pool. At the beginning of your 
©: Add | mana of.any color to your pool; Rainbow Vole passes to : Excavations. &: Add @>@ to your mana pe @, @: Look at the top of: next untop phase, return Undiscovered Paradise to owner’s hand. 
opponent at end of tum. ‘ your library. You may put that card on the bottom of your library. : one Citadel LAN ° LG 

Reflecting Pool IAN R eee A : Sorrow’s Path UN Re DK : AM your black legends may band with other legends. 

@: Add to your pool 1 mana of any type thot any land you contol can produce. : ©: Exchange two of penis blocking creatures. Whenever Sorrow’s. ;Urborg L ove 1G 

River Delta TIN OR ee Ia: Path is tapped, it does 2 damage to you ond to each creature you control. : : Add % to your mana pool. @: Remove fitst strike or swampwalk 
f there are any counters on Delta, it does not untap. Remove o counter from. : Statking Stones LN Ue : TM abiity from target creature until end of tum. 

Jelta at the end of your upkeep. @: Add 4 to your pool and puta counter : ©: Add one colorless mana to your mana pool. «:: Stalking Stones 5 Urza's Mine IAN ( oe AQ,CH Sth 
on Delta. <: Add @ to your mana pool and put a counter on bet, r becomes 0 3/3 artifact creature perman i : Add “ to your mano pool. If you have Urza's Mine, Tower and Power 

Rocky Tar Pit NU ee MG: @ Strip Mine LAN OU AQAth = Plont in aye the same time, top to add @ to your mana pool. 

‘omes into play tapped. ##, Sactfice Rocky Tar Pit: Search your library fora. : @: Add ® to your mana pool. jestroy forget land. : Urza's Power Plant Ce: ' AQ,CH, Sth 
swamp of mountain. Put that land into play. : ag LAN R eee \A5th @: Add 4 to your mana pool. If you have Urza's Mine, Tower ond Power 

Rootwofer Depths LN UY eee ™ ®: Add to your mana pool. @: Add 4 to your mana pool and toke} Plant in play at the same time, tap to. add to your mana pool. 

@: Add one colorless mona to your mana pool. @: Add 4 or ® to your damage. «: Add to your mana poo! and take 1 damage. {Urza's Tower LIN ( ee ; AQ,CH,Sth 
mona pool. Roofwater Depths does not untap during your next untep Atal : : @®: Add «® fo your mana pool. If you have Urza's Mine, Tower ond Power 
5 : Plant in play at the some time, tap to add to your mana pool. 
} Vee Township LAN ove 
: >: Add one colorless mana to your mana pool. @>: Add or 4% to your 
: mand pool. Vec Township does not untap during your next untap phase. 
 Veldt LAN. R ee IA 
; If ony counters are on Veldt, it doesn't untop. Remove a counter from Veldt 
f at end of your upkeep. @: Add 4 to your mana pool ond put a counter on 
; —e Ho nl Add 2% to your rig oo ond put a depletion counter on " i, 
: ESS {Volcanic stan eee 5, 
Infernal harvest =| Infernal Harvest and : @: Add W or @ to your mana pool. Counts as an istand and a mountain, 
: Ag 4 Land’s Edge: You want : Volrath’s Stronghold LN R eee SH 
safamnol chalet For tw ; @: Add one colorless mana to your mana pool. +e, @: Put target 
InTeInGl, eft Lets see. FOr TWO: creature card from your graveyard on top of your library. 
mono you con senda bunch of — : Wasteland A Uy eee rats tee meal 
i : €: Add one colorless mana to your mana pool. &: Sacrifice Wasteland: 
land back fo your hand while : ‘ Destoy forget nonbasic land. é 7 
i > Winding Canyon LAN eee 
offing your opponent's i @: Add one colorless mana fo your mana pool. <@, @: Until end of turn, 
creatures. Then, thanks to : ” yous phy creature cart : ais you could play instants. ' 
: Wizards’ School eo 
Land's Edge, you can bury your : &: Add ® to your pool, “i, @: Add @ to your pool. , @: Add 4 to 
opponent with your bumper H your pool, @, @: Add % to your pool. 


crop, chucking the lands at him 
for two damage each. And this 
combo works even better with 
the new and improved Land's 
Edge which we hinted at in our 
Exodus feature... 
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~ DEAR ADVERTISERS, 


if you want to list your show or 
tournament, contact: 


Karen Evora 
Advertising Projects Mgr. 
Wizard Advertising 
151 Wells Avenue, 
Congers NY 10920 


PH: 914.268.3907 2 
i FX: 914.268.5386 
Always phone ahead before attending an event. Show information 


sometimes changes after we go to press. 


“ILLINOIS 


JUNE 6-7, CHICAGO HEIGHTS 
GREAT LAKES GAMES presents the EXODUS PRE-RELEASE. Olympia Plaza, 177 W. Joe Orr Rd. For directions, 
call (847) 222-1994. Sanctioned Magic Tournament & Convention. Everyone attending the GREAT LAKES 
GAMES EXODUS PRE-RELEASE will receive a Special Limited Edition Commemorative Exodus rore card, one 
Tempest starter and Three Exodus boosters. PRIZES: Include Boxes of Exodus, Trophies and T-shirts. Over 10 
side-tounaments to choose from, all with Exedus product and Exodus prizes. Entry: Prevegister is $17 or 
$20 at the door. Dealer tables available. For other information or for other tournaments, call (847) 222- 
994 or e-mail ProfourUSA@aol.com. 


JUNE 20, CHICAGO HEIGHTS 
OY, BEANIE & GAME FAIR GREAT LAKES GAMES presents COLLECTORS FEAST & GAME FAIR, Olympia Plaza, 
77 W. Joe Orr Rd, South of 1294/80 on Halsted to Joe Orr Rd. $2 admission. Over 100 tables @ $30. 
8:30 a.m--5 p.m. Featuring Beanie Babies, Iop, Star Wars, Star Trek, Sports Cards, Non-Sports Cards, Hot Wheels. 
ournaments: Duplicate Magic. Coll: Great Lakes Games @ (847) 222-1994 or email ProTourUSA@aol.com. 


JUNE 26, CHICAGO 

COLLECT A CARD N COMICS Presents Type 2 M:7G weekly tournaments, 4065 S. Archer, Friday 7:30 p.m. 

$10 entry. Great prizes. Also =i a great selection of singles at low low prices. Tournaments limited to 30 
articipants so your chances are always ge Coming up: MAY 8, store celebration tournament. First prize: 

Black Lotus (Beta); second prize: box of Stronghold or Tempest. For information and reservations, call us 

at (773) 523-5800 or e-mail CCNcomics@aol.com. 


MASSACHUSETTS 


JUNE 21, BOSTON 
1,000 TOURNAMENT, Knights of Columbus Hall, 323 Washington St., Brighton. For directions, call (800) 
852-2442. Play in any four sanctioned brackets; Type 1, Type 2, Extended or Sealed Deck. The top two 
players from each bracket will advance to an eight person booster draft finals for $1,000 in cash prizes. Other 
events include an Italian Legends booster draft and 2-Headed Giant Sealed Deck. PLUS: Two Slot Qualifier 
for the BattleTech World Championship, Admission for Constructed brackets is $17 in advance, $20 day of 
show. For Sealed Deck bracket, admission is $25 in advance, $28 day of show. BattleTech Qualifier admis- 
sion is $12. Doors open at 9 a.m., and Sealed Deck bracket begins at 10 a.m. Constructed brackets begin 
at 1] a.m. BattleTech begins at noon. 


JULY 11-12, BOSTON 
VISIONS ' 98. Boston. New England's largest ever exposition of Gaming, SciFi, Comics, Toys and Cards. 
Bayside Expo Center, 200 Mount Vernon St. Boston. Sanctioned Magic, Star Wars and Star Trek tournaments, 
Many quest stars: Jeri Ryan, Alexander Siddig, June Lockhart, Angela Cartwright, Marta Kristen, Mark God- 
dard, Erin Gray ond many others. Autographs, vendors, auctions, raffles, entertainment, gaming, plus much 
more. For information, call (508) 896-7448, write Infinite Visions, Box 904, S. Yarmouth, MA 02664 or 
e-mail: ivisions@cape.com. 


MICHIGAN 


JUNE 6, 13, 20, 27 & JULY 4,11,18 &25, AUGUSTA 

TLC CARDS & COMICS, DCI Sanctioned Magic Tournaments. Saturdays @ 10 a.m. Cost of Tournaments: 
Type ll: $10—lune 13, 27 ond July 11, 25. Booster Drafts: $10 every Saturday following the tournament. 
Sealed Deck: $20—June 6, 20 and July 4, 18. Call: Terry @ (616) 731-4660 or wite TLC Cords & Comics, 
P.O. Box 415, Augusta, MI 49012. 


MISSISSIPPI 


AUGUST 8, JACKSON 

BATTLECON ‘98, "LORDS OF THE SWORD COMPETITION”, Holiday Inn SW, Highway 80W. The BattleCon “Lords 
of The Sword Competition” will award a total of $3,000 in oe Swords and weaponry to the Ist, 2nd and 
3rd place players in ech of its events which include: An AD&D elimination tourtament, Sealed deck Magic/ 
Tempest tournament, L5R CCG tournament ond more. Dealer room and Video/Refreshment room will also be 
available, Preregistrotion is $22 until July 15 ond $30 at the door, 9 o.m.- Midnight. Please preregister to insure 
your place in competition. This is an incredible tournament for serious players to win fantastic prizes. Are you u 
tothe challenge? If so, visit our web site at www.msstate.edu/~dbb3, email: dbb3@archive.msstate.edu, al 
(601) 324-9683 or write to us ot D. Bridges P.0. Box 822, Storkville, MS 39760-0822. 


MISSOURI 


JUNE 6-7, COLLINSVILLE (St. Louis) 

GREAT LAKES GAMES presents the EXODUS PRERELEASE. One Gateway Center. For directions, call (618) 345- 
8998. Sanctioned Magic Tournament and Convention. Everyone attending the GREAT LAKES GAMES EXODUS 
PRE-RELEASE will receive a Special Limited Edition Commemorative Exodus rare cord, one Tempest Starter and 
THREE EXODUS BOOSTERS. PRIZES include: Boxes of Exodus, Trophies and T-shirts. Over 10 Side-Tournaments 
to choose from, oll with Exodus product & Exodus prizes, Entry: PreRegister $17 or $20 at the door. Dealer tables 
available, For other information or for other tournaments, call (847) 222-1994 or email ProfourUSA@cal.com. 
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NEW JERSEY 


JUNE 28, EDISON 
$1,000 TOURNAMENT, Romada Inn, 3050 Woodbridge Ave. For directions, call (908) 661-1000. Play in 
any of four sanctioned brackets; Type 1, Type 2, Extended or Seoled Deck. The top two pee from each 
bracket will advance to an eight person booster draft finals for $1,000 in cash prizes. Other events include 
an Italian Legends booster draft and 2-Headed Giont Sealed Deck. Admission for Constructed brackets is 
$17 in advance, $20 day of show. For the Sealed Deck bracket, admission is $25 in advance, $28 day of 
show. Doors open at 9 a.m., and Sealed Deck bracket begins at 10 a.m. Constructed brackets begin at 11 
a.m. BattleTech begins at noon. 


JULY 26, EDISON 
CHICAGO PRO TOUR QUALIFIER, Ramada Inn, 3050 Woodbridge Ave. For directions, call (908) 661-1000. 
Ploy in o Tempest/Stronghold/ Exodus sealed deck tournament to qualify for a slot in the Chicago Pro Tour 
plus win $250. Other events will be run all day including Type 1/Type 2 for $150, Booster drafts with Ital 
ian Legends and sonctioned team events. Doors open at 9 a.m. Deck construction begins ot 10 a.m, $22 
in advance, $25 at the door. 


NEW YORK 


EVERY WEEKEND IN JUNE & JULY, NANUET 
WIZARD WORLD. The longest running tournament in Rockland! 1/4 mile East of the Nanuet Mall on Route 
59 in the Service Merchandise Shopping Center. Type Il madness every Friday at 6 p.m. $4 entrance fee. 
Prizes for the top three competitors! Sealed deck and booster drafts on Saturdays. Arena league days every 
Sunday. Gomes Workshop Chapter approved. Free and dedicated gaming area for card and roleplaying 
games and two terrains for Warhammer, 40k and Fantasy Battle. We will demo any game upon request. 
For further information, contact: John Donohue @ (914) 624-2224. 


JUNE 6, SYRACUSE 
EXODUS PRE-RELEASE, OnCenter, 800 South State St. For directions, call (315) 435-8000. Play in a Sealed Deck 
foumament with a Tempest starter deck and three packs of Exodus, the newest expansion for Magic: The Gath- 
ezing weeks before its oficial release date. Everyone who attends will aso receive 0 foit stamped commemora- 
tive rare card from the set while supe last. There will also be side events al fay lon with 
Exodus product including Booster draft, Rochester draft, Sealed deck and sunctioned team sealed deck. Admission: 
$17 in advance or $20 day of show. Doors open at 9 a.m., and deck construction will begin at 10 a.m. 


JUNE 6-7, NEW YORK 3 
EXODUS PRE-RELEASE, Neutral Ground, 122 West 26th St., 4th Fl. For directions, call (212) 633-1288. 
Play in a Sealed Deck tournament with a Zempeststarter deck and three packs of Exodus, the newest expan- 
sion for Magic: The Gathering weeks before its official release date. Everyone who attends will also receive 
4 foikstamped commemorative rare card from the set while supplies last. There wil olso be side events al 
day long with Exodus product including Booster draft, Rochester draft, Sealed deck and sanctioned team sealed 
deck. Admission: $17 in advance or $20 day of show. Doors open ot 9 o.m., and deck construction will begin 
at 10.a.m. each day. Preregistration is strongly recommended for Saturday. 


JULY 25, SYRACUSE 
CHICAGO PRO TOUR QUALIFIER, OnCenter, 800 South State St. For directions, call (315) 435-8000. Play 
ino Tempest/ Stronghold/ Exodus sealed deck tournament to quolify for 0 slot in the Chicago Pro Tour plus 
win $250. Other events will be run all day including Type 1 /Type 2 for $150, Booster drafts with Italian 
Legends and sonctioned team events. Doors open at 9 a.m. Deck construction begins at 10 a.m. $22 in 
advance, $25 at the door. 


PENNSYLVANIA 


JUNE 6, PHILADELPHIA 

EXODUS PRE-RELEASE, Best Western Hotel NE, 11580 Roosevelt Blid. For directions, call (215) 464-9500. Play 
ina Sealed Deck tournament with a Tempeststarter deck and three packs of Exodus, the newest expansion for Magic: 
The Gathering weeks before its offical release date. Everyone who attends will aso receive o foltstamped com 
memorative rare card from the set while supplies last. There will also be side events all day long with 
Exodus product including Booster draft, Rochester draft, Sealed deck and sanctioned team sealed deck. 
Admission: $17 in advance or $20 day of show. Doors open at 9 a.m., and deck construction wil begin at 10 o.m. 


JULY 19, HARRISBURG 
CHICAGO PRO TOUR QUALIFIER, Radisson Penn Harris Hotel, 1150 Camp Hill Bypass, Camp Hil, PA. For direc 
tions, call (717) 763-7117. Play in a Tempest/Stronghold/ Exodus sealed deck tournament to qualify for 
a slot in the Chicago Pro Tour plus win $250. Other events will be run all day including Type 1/Type 2 for 
$150, Booster drafts with Italian Legends and sanctioned team events. Doors open at 9 o.m. Deck construction 
gins at 10 a.m. $22 in advance, $25 at the door. 


SOUTH CAROLINA 


EVERY TUESDAY, FRIDAY & SUNDAY in JUNE & JULY, MYRTLE BEACH 
HE DUELING GROUND, 4981 Hwy 707, Myrlle Beach, SC 29575. For details and directions, call (803) 
793-1406. Sanctioned DCI M:7G Tournaments. Type, times and prizes vary. Sanctioned Star Wars 
ournoments, Warhammer and Warhammer 40K, Shadowrun, RPGA, Warhammer Questand more! Free and 
dedicated gaming area. Soda, snacks, pizza, subs, great atmosphere! Vacation in Myrtle Beach and game 
with us! Call (803) 293-1406, fax 803-527-0270, e-mail: jburch@sccoast.net. 


VIRGINIA 


JULY 12, TYSONS CORNER (Washington D.C. area) 

CAPITAL ASSOCIATES MONTHLY COMIC BOOK, TOY, MAGIC AND NON-SPORT CARD SHOW, Tysons Comer 
Westpark Hotel, 8401 Westpark Drive McLean, VA. Toke exit 10 (Route 7 West) off F495, 1 /2 mile west 
on Route 7, hotel is on right. For directions, call (703) 734-2800. 90 tables available, Vendors: 1st table 
$65, 560 2nd table, $55 3rd+ table. $2 admission, children under 5 FREE. 10 o.m. 4 p.m. FREE park- 
ing. Buy, sell and trade: MAGIC and other gaming cards; gold, silver and new comics; independents, anime, 
figures; toys; BEANIE BABIES; posters; Thins original artwork; non-sports cards, etc. Guests: Coll Jeffrey 
Rocen @ (703) 912-1993 or e-mail: comicshow@aol.com. hitp://members.aol. com /comicshow. 
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Ah, cruel love. So succulent the experi- 
ence, so bittersweet the memory. Seems 
like it happens this time every year: A 
warm wind on the cusp of summer with 
just a hint of fragrance, a delicious aroma 
that fills the nostrils with heaven-sent 
ecstasy permeates my entire being. Then 
without warning, the feeling worms its 
way to the pit of my stomach and 
clutches my gut like an angry fist, 
flooding my soul with the poison of a 
thousand crushed dreams. 

And it takes two, three, maybe even 
four belts of Pepto Bismol to beat back 
the remnants of that triple garlic bur- 
rito. Man, them boys is tasty, but they’re 
hard to digest. 

Anyway, while lying semi-conscious, 
waiting for the nausea to subside, my 
mind drifts back to another love, the 
love of a girl—no, a woman—her hair 


SORRY 
SWANO, SIZE 
. DOES MATTER. 
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RICK SWAN'S UNIGUE TAKE ON THE WORLD OF GAMING 


Love Story 


like spun silk, her skin the color of cherry 
blossoms. Plus, according to the “Price 
Guide,” she was worth $6, which is noth- 
ing to sneeze at. 

Her name: Serra Angel. 

| can still hear her voice, soft’as a 
summer rain. 

“Oh, El Swano,” she purred. “May | 
call you El?” 

“Yes, darling,” | said, pulling her 
close, caressing her cool flatness, my lips 
brushing her cardboard cheek. “By the 
way, are you really worth six bucks... 
and rising?” 

“Yes, my sweet.” 

My heart beat a little faster. 

Time evaporated in a whirlwind of 
bliss. What intoxicating memories! During 
theiday, we picnicked in the park, strolled 
among the quaint bistros and little curio 
shops and pledged our undying 

devotion to each other with 
gentle touches and 
lingering kisses. At night, 
we walked arm and arm 
on the beach under a 
starry sky, taking care 
not to let the moist sea 
air warp her back. 

And then, as sud- 
denly as it began, it 
was over. 

The fateful day is 
etched on my memory, 
a day | shall never for- 
get. No matter how 
hard | try, no matter 
how much | struggle to 
purge my heart of the 
dull throbbing ache, it 
never goes away. 

It was a Tuesday. 
I'd been told to go 
home early at my job 
as human bait at Gator 
World. The gators 
were striking in soli- 
darity with their 
brethren at United Par- 
cel Service, so we all 
got to go home at 

three o’clock. | couldn't 
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wait to share my extra time with Serra. 
| went straight to her apartment to be 
with her. 

It was a mistake. Then again, per- 
haps it was Fate’s way of showing me 
the inevitable. Who can say? 

| burst in without knocking. “Serra, 
honey,” | said. “Good news!” My heart 
sank, and the life drained from my body 
as the scene burned into my brain, a 
scene I’ve replayed a thousand times, a 
million times, a scene from a nightmare. 

Serra Angel was in bed. In bed... with 
an Atog. 

| stood there, flabbergasted, not 
knowing what to do or say. Flushed with 
embarrassment, Serra scrambled for her 
clothes. The Atog slithered out from 
under the sheets, grinned at me, then 
pulled on his shorts and trotted for the 
door. | didn’t try to stop him. | was numb. 

Moments passed. Neither Serra nor 
| moved. Finally, after what seemed like 
an eternity, | spoke. 

“\Why, Serra?” | choked, a single tear 
rolling down my cheek. “Why?” 

She stiffened and swallowed hard. 
“You know why. We're too different, you 
and |.” 

“You mean ...?” 

She took a breath. “Yes. You’re a 
game geek.” 

| was stunned as the icy chill of real- 
ity crept over me. | could see the truth 
in her eyes. The magic was gone, the 
flame of love that once had burned as 
bright as the sun had been snuffed out. 
Besides, she’d allowed herself to be 
groped by an Atog. | mean ... yecch. 

Still, one question remained. “Serra ...” 
| began, fumbling for the words. 

She softened. “Yes, El?” 

Her pet name for me! | winced at the 
sound. But | had to go on. “Serra...” 

“Yes?” 

“By any chance,” | asked, “do 
you have Bayushi Kachiko’s home 
phone number?” 

Hey, can you blame a guy for asking? wQ 


Rick Swan eventually married an actual 
woman who, unfortunately, is not flat. 
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PREDATORS & MORE 


inQuest shatters the) barrier 
occas Wars (C€Gs with) 


Crossovers are cool. Okay, well not the Star before Decipher could plunge into creating 
| Trek/X-Men stuff. That was just a really stupid + new cards, they’d need to come up with 

idea. But with one company holding the some new rules, like they do with each 
/ rights to both the Star Wars and Star Trek expansion. If they ever decide to give it a 
| CCGs, blending the two hottest sci-fi prop- try, we've got a few thoughts on how to 
| erties seems like a natural fit. Of course, mix the two... 


Doith Vader. 


THE FINAL 


FRONTIER 


Is the Great Barrier the final frontier? Nah. That was cut 
out of Star Trek cannon for the same reasons you'll never see 
Wolverine on an episode of “Voyager.” Er, at least we hope 
not. Transported to a galaxy far, far away, Picard and company 
find a new frontier to explore—and a new enemy in the Empire. 
In the Star Wars CCG, the Federation has some very potent 
characters and starships, as well as quite a few new rules explain- 
ing how to integrate the Federation into your Light side deck: 
» Federation: Federation characters are a new charac- 
ter type, and do not count as Rebels or Aliens. Federation 
characters may not participate in a battle you initiate unless 
you have a Leader or a character with ability > 3 also involved 
in the battle. 
Seong-Type Androids: These very rare droids have sev- 
eral special abilities. They are immune to Restraining Bolt and 
purchase. They may, however, be stolen using other methods. 


Whenever an interrupt, effect or device targets a Soong-Type 
Android, use its armor instead of its ability. Soong-Type Androids 
may never count as the “highest ability character.” 
al Transperters: A group of characters moving to or 
from a starship equipped with a transporter may “beam 
up”—or “down’—for X Force. X = number of opponent's star- 
ships at same system. Beaming is an unlimited move. Whenever 
characters beam to or from a starship, that starship’s armor is 
reduced to 0 until the end of the turn. 


As a whole, Federation characters have some nice abilities. For 
one, most are as powerful as their Rebel counterparts, if not 
more so. Plus, cards like Scanning Crew and M’iiyoom Onith 
have no effect on Federation characters, since they aren’t Rebels 
or aliens. However, the Federation’s finest really shine when it 
comes to their individual abilities. 


JEAN-LUC PICARD 


The captain of the U.5.5. Enterprise-D and -E and a victim of the Borg 
is an experienced traveler through space, time and even other 
dimensions. Picard’s strongest quality is his ability to lead. He 
always seems to get the best results from his crew and keep them 
alive through every adventure. It only makes sense that he would 
protect your forces in a space battle, demonstrating his incredible 
head for strategy. 

Though each crew member enhances the Enterprise, Picard 
truly makes it a juggernaut, second only to the Executor. When 
piloted by Jean-Luc alone, the Enterprise has a power of 8, four 
points of ability, and is immune to attrition < 4. His game text 
makes this the least amount of attrition you'll have to suffer, and 
give Vader and Tarkin one more destiny they'll want to cancel 
every battle. With Picard on the Enterprise and Captain Han in the 
Falcon, there are few places for the Empire to hide. 


LIEUTENANT 
COMMANDER DATA 


Look out IG-88, here comes the biggest droid to ever grace a Star 
Wars card. Not only is Data more powerful than the aforementioned 
assassin and bounty hunter, he’s the ultimate protection from char- 
acter weapons, and cards like Gravel Storm and Trample. Except 
for lightsabers, Data protects your characters almost completely 
from weapons like Boba Fett’s Blaster Rifle and greatly increases 
their odds against the dreaded Light Repeating Blaster Rifle. 

Unfortunately for Data, his protection doesn’t extend to himself. 
Being a droid presents its own set of problems for him too. Even 
though Data is immune to Restraining Bolt and purchase, he’s not 
immune to Look Sir, Droids, Trample or Gravel Storm. To keep 
these from being a problem, you could always play | Have A Bad 
Feeling About This, moving it to a more difficult target, made even 
more so by Data’s presence. 


a 
| 
} 


JULY 1998 45 


LIEUTENANT WORF 


After a few seasons of getting his ass whupped by practically every- 
one who set foot on the Enterprise, Worf wised up and learned 
how to put up a fight. Now he’s the one kicking ass and taking 
names. And his card is no different. Thanks to Worf’s security back- 
ground, he’s got incredible game text. Like Picard, he has a defen- 
sive ability and adds something special to the Enterprise. 

Unlike Picard—and more like Data—Worf's game text affects 
battles at his site. As a matter of fact, Data and Worf make a really 
hard-to-break combo. While Data protects your characters from 
weapons fire, Worf makes sure you never suffer attrition—that is 
as long as you have enough Security Personnel (Red Shirts) present. 


Travelin’ through warp ain’t like dustin’ crops, but with Picard, 
Data and Worf on the bridge it’s a piece of cake. 


U.S.S. ENTERPRISE-D 


Flagship of the United Federation of Planets, the Enterprise is the 
best in its class. Like.all Galaxy-class starships, it has immunity 
to attrition when piloted by Federation pilots, although it does 
have an extra point of protection. Likewise, its power is 5 instead 
of the usual 4. These differences are small compared to those 
that the right crew make. When fully manned by Picard, Riker, 
Data, Worf and Geordi it is power 13, armor 8 and hyperspeed 
7. All this and it’s immune to attrition < 7! And if someone you 
don’t want to fight ever attacks you, you can use 6 Force to 
cancel the battle. 
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The fifth Starfleet ship named 


‘ Enterprise, laurched 
in 2363, Built atthe Utopia Planeta shipyards orbiting Mars. 
Flagship ofthe United Federation of Plants, 


CAPITAL GALAXY-CLASS 


May add 3 plots, § passengers and2 vehicles Has ship. 
docking capabity. Permanent ptt abvar provides abilty of 
1. finmune to attition < 4 if any Federation characteris 
piloting. Shuttles deploy fee to same system. 
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eror Palpatine discovered a 
gateway to another galaxy, one rife with 
interstellar conflict, do you think he would 
just sit back and watch? Heck no. As soon 
as the Empire found new territory avail- 
able for the taking, they’d pack several 
of their best officers into a Star Destroyer 
and send them out to do battle. Other 
than a slight miscue at Yavin, Grand Moff 
Tarkin and Darth Vader were a solid team, 
and the Dark side can always use the aid 
of a swine like Boba Fett. 

In the Star Trek CCG, each of these 
characters—as well as their ship—would 
surpass the power of most of the exist- 
ing Star Trek cards. Like the Federation 
crew joining the Light side, there are 
several rules governing the use of Impe- 
rials in the Alpha quadrant: 


@ mperial: Imperial forces must 
attack any Rebel ships or personnel 
present at the same location. Battling 
Rebels does not cause Imperials to be 
‘stopped,’ but they may not battle again 
that turn. 

Bounty H Fs At the end of any 
battle at this personnel’s location, you 
may capture one opponent's personnel 
discarded during the battle. 

rs Counts as Guramba. May probe 
to cancel an event. [3]: Event canceled. 


Sense: Counts as Empathy. May 
probe to cancel an interrupt. [fj: Inter- 
rupt canceled. 


Controls Counts as Mindmeld. May 
probe to cancel a just played doorway. 
[H: Doorway canceled. You may probe 
until successful. For each probe, that 
opponent scores X bonus points. X = 
number of probes in the attempt. For 
example, if you attempt to cancel an 
event, after your first probe, your oppo- 
nent scores one bonus point. After the 
second, they score two additional points. 
If you probe six times, that’s 21 points! 

With these basic rules in place, the 
Empire can put forth some outrageous 
characters and ships, the likes of which 
even the battle-hardened Klingons may 
learn to fear. 


What can we say? Vader is THE man. He’s got one of the most powerful 
Star Wars cards, and his Star Trek card is no different. His skills are very 
impressive, and the download of his lightsaber means that some away 
team is going to get hurt. Badly. It lets him mortally wound an opponent 
in away team combat if his strength is higher than theirs, which means 
many personnel will fall before his blade. 

The most popular deck will most undoubtedly use Intermix Ratio 
with Vader to semi-safely counter your opponent's cards... Just don’t let 
them get rid of the Ratio or you'll lose! Another strong use of Vader is 
in an all-planet missions deck, along with Roga Danar, Zon and Bossk, 
to form a major groundpounding beat down. Though you may take a 
hit from Balancing Act, who cares? Nobody's going to mess with you 
planetside, and you can even start a Colony. Combine Darth Vader with 
Dark Anger and... Need we say more? 


Dark Lord of te Sift. Put an end to the Jedi 
Knights. Bows only fo the Emperor. 
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@Sense 
‘WVader's Lightsaber 
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Commandad the first Death Star to destroy 
Alderaan, then Yavin IV. 


joes not work with @ affiliation. 
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Let’ s ae it This guy is s just plain creepy. Still, if his Star Wars card wasn’t 
so good, people probably wouldn’t give him much thought. His Star 
Trek stats are generally average, but his special dilemma-canceling abil- 
ity can be very useful. He’s a good guy to have around when you 
come across a nasty dilemma such as Strict Dress Code. 

Also, Imperial spies allow you to use any espionage cards as your 
own. Many of the Romulan space missions are worth a lot of points, 
and speaking of points: With stats like Tarkin’s, it’s a wonder he 
doesn’t have green blood and pointed ears. 
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DEVASTATOR 


By far the largest ship introduced into the Star Trek CCG, this thing sure lives up 
to its name. This ship differs from the regular Star Destroyer in that it requires one 
less staffing icon, has one more power, and it possesses the TIE Support down- 
load icon. For those of you who haven't seen it, TIE Support is an interrupt that 
adds 5 to the power of any Star Destroyer on which it’s played. Don’t forget to 
load up those astromechs, because there’s nothing better than their cumulative 
range bonuses—except perhaps adding on a Captain’s Log as well. 

It’s also worth noting that the mighty Star Destroyer is only the second ship 
that can come out of a Borg Ship attack undamaged without the aid of other cards. 


Devastator 


fe? | IMPERIAL-CLASS STAR DESTROYER (iia 


Darth Vader's flagship when he captured the 
Tantive IV above Tetovine 


Tractor Beam, ¥ TIE Support 
. ; 
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So be it...Picard! The Dark 
side rocks in any universe. 


BOBA FETT 


Boba Fett is the biggest, baddest bounty hunter 
in any universe... Just don’t mention the Sarlaac. 
Boba’s exobiology means that he can help you get 
past the dreaded Coalescent Organism. His other 
skills are impressive, but his bounty hunting takes 
the cake—as well as your opponent's personnel. 
Boba Fett’s weapons are many, and their power is 
great. His rifle and wrist rockets add to power, while 
Most feared bounty hunter in is galaxy. Tusts his turbo projected grappling hook allows him to cap- 
CeO A alee ture two personnel each turn. Interrogating prison- 
: ers is so... old school. Instead of getting points for 
jounty Hunter © Guramba @ Navigation their release, you can play bounties on personnel and 
Exobiology © Greed receive points for their capture! oe 
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